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Animated Violence 
Animated Blood 
and Gore 


Play as three stealth assassins, 
Rikimaru, Ayame and Tatsumaru, 
in 39 day and night missions. 


Unleash 21 stealth kill techniques and a 
variety of ninja weapons and items, 
including flaming arrows and invisibility. 


Create your own missions and save then* 
to a memory card to share and trade — 
even over the Internet. 


www.activision.com 


AdiVisioH 


PlaySlallon 











Scale walls, set traps, search and hide 
bodies, swim, and breathe underwater 
using a bamboo reed. 


Kill ty Stealth 






: www.esrb.org I 
II 1-800-771-37721 
or more info. I 


www.eidos.com 
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Hundreds uf games come and go each year 
...But how many reach nine installments? 
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f IT UP, /OU ^ 
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^ THAT IS m 1 
I'M OONNA BEAT 
.YOUR ASS BPG'i 


&TANT 
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r^jow^ 

IT'S /MX 
^URN.^ 


W OW! 

^ NOW YOUVE ^ 
.OONE ANP MAPE, 
k^ME MAP!^ 
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CONK 


CHOOSE YOU, 
\ PONC^HU/v' 


TO FINISH 


1 YOU KNOW \ 
WHO WEARS 
THE PAPPY 
PANTS 
AROUNP 
HERE, 

\8'YATCH'k 


Kwann^ 
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COU> ONS, 
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CHU! 


The worlds top 
RPG series is 
calling it quits 
on PlayStation, 
but it's going 
out with a bang! 


RANnV B CHRIS 

IIP: 100 I HP: 70 MP 40 


I ■ I'lhen I think of what Square 
^ijL/has accomplished with Final 
Fantasy on the PlayStation, it 
blows my mind. The series was 
already a hit in Japan where RPGs 
have ruled for years, but it wasn't 
until the PS that FF reached a sim- 
ilar level of success worldwide. 

Now, after three classic 
titles, the PlayStation chapter of 
the Final Fantasy saga is nearing its 
end. I'm excited to see FFXand XI 
on PS2, but a part of me is also a 
little sad to see this era end. 

Well, I can't get too misty- 
eyed yet, because I've still got FFIX 
to playl From what I've seen so far, 
it’s much funnier and fasteriDaced 
than the last two, which has got 
me really excited. I can't wait for 
the English translation! 

So, enjoy this issue’s FFIX 
coverage, and the other cool stuff 
we've packed into this issue! 

Q Chris Slate, HP: 100 / MP: SO 





III '',e take pride in having quality orig- 
j inal artwork, to present our mag- 
azine at the highest possible level. 

Right from the start, we knew that 
Arthur Adams was the perfect choice 
to do this month's cover. Why? Aside 
from his incredible talent, Art illustrated 
the Final Fantasy VII cover for our very 
first issue. Plus, his amazing rendition 
of FFVIII's Squall for our Top 10 
Character feature last issue left us 
drooling to see more — and we cer- 
tainly weren't disappointed! So, thanks 
again for an amazing job, Art! You rule! 

k - ■ 


<7 


PArtTfirsTsketd^^Trigii^^h^TO^^J 

the whole gang is there in full glory, with plen- 
ty of room left on the left for text. The illustra- 
tion's a bit squished from being foxed, though. 












September 20D0 Vdi 4, Number 9 ■ Issue 37 



Chris Slate Editor-In-Chief 

Bill Donohue Managing Editor 

Stephen Frost Senior Editor 

Randv Nelson News Editor 

Chet Bari)er Assooate Editor 

Eugene Wang Art Director 

Gary Liew Graphic Designer 

Editorial Contributors 

Dan Egger, Dan Enckson, Noah Massey 

Cover Illustration 

Arthur Adams, Avalon Studios 

Photography & Artistic Contributors A. Lauer, 

R.DeJesus, R. Kinnaird, A. Adams, M. Golden 

Jerry Murphy Circulation Manager ^ ^ 

Ayrien Houchin Regional Advertising Manager I'i? 

Robin Rosales Regional Advertisir^ Manager 

Jim Mitchell Regional Advertising Manager ' ■' 

John Yeargin Account Executive 

Megan Fischer Advertising Coordinator 

Eric Alekman Newsstand Director 

Melissa Moske Direa Marketing Specialist 

International Ucen«ng: 

Robert Abramson & Associates 
720 Post Road, Scarsdale, NY 1C683 
fax: (914) 72347(X)/abramson@prodigv.com 
Richard Lesovoy Production Director 
Larry Briseno Production Coordinator 

PSM Customer Service 
P.0, Box 52073 

Boulder, Colorado 80322-2073 
custserv@psmoniine.com 
http://servlce.imaginemedia.com/ 
support/psm/bridge.html 
Kate Bailey Subscription Director 
Robyn Patty Fulfillment Coordinator 
Quyen Nguyen Distribution Coordinator 
PSM; 100% Independent PlayStation Magazine is published 
monthly by Imagine Media, 150 North Hill Drive, Brisbane, CA 
94005, USA. Periodicals postage paid in Bnsbane, CA end at 
additionsi mailing offices- Newsstand distribution is handed by 
Curtis Crculaiion Co. Basic subscnpfion rates; one year (12 
issues) $20 U.S., Canada $34 U.S. (Canadian pnce includes GST 
(GST #123220688), foreign $44 U.S. Prepaid in U.S. funds only. 
POSTM/i^£R send changes of address to PSM— 100% 
Independent PlayStation Magazine, P.O. Box 52073. Boulder, 
CO 80328-2073. Entire contents copyright 2000, Imagine 
Publishing, Inc. All rights reserved. Reproduction in whole or 
part is prohib'ied. Imagine Publishing, Inc. is not aftiiiated with 
the companies or products covered in PSM. PRODUCED IN 
THE UNITED STATES OF AMERICA 
CPC Int'l PubMail#1195484 


imagine 


Imagine Media, Inc., 150 North Hill Dr., 
Brisbane, CA 94005 

(415)468-4684 www-imaginemedia.com 
CEO ‘ Chris Anderson 
Vice President/CFO > Tom Valentino 
Vice President/Circulation • Holly Klingel 
General Counsel > Charles Schug 
VP/£ditorial Director • Matt Firme 
Publisher ’ Doug Faust 
IMAGINE ENTERTAINMENT DIVISION: 

President ' Jonathan Simpson-Bint 
Publishing Director • MaryAnn Kearns 
Marketing Director > Ken Chang 
(PSM, PC Gamer, Games Insider, 

Next Generation, Games Business, 

Official Sega Dreamcast) 

IMAGINE BUSINESS DIVISION 
President ' Michela Abrams 
IMAGINE COMPUTING DIVISION 
President ’ Cheryl England 

The Future Network serves the information needs of 
groups of people who share a passion. We aim to satisfy 
their passion by creating magazines and websites that 
offer superb value for money, trustworthy information, 
multiple ways to save time and money, and are a pleasure 
to read or visit This simple strategy has helped create 
one of the fastest-growing media companies in the world; 

we publish more than 100 magazines, 20 magazine 
websites and a number of web networks from offices in 
five countries. The company also licenses 42 magazines 
In ^countries. 

The Future Network is a public company quoted on the 
London Stock Exchange (symbol: FNET), 

Media with Passion 

Bath, London, Milan, Munich, New York, 

Paris, San Francisco 



Chris Slats 
Editor-In-Chief 
Likes; All types of games 
Hobbies: Comics, hoops, J-Pop 
What's the coolest magic 
•item you own? I’vegota-i-IO 
basketball tf«t has an extra 
10% chance of going in! But er, 
keep that between us, okay? 


Btcfhen -Frobt 
Senior Editor (Revievi^/Previewsl 
Likes: Fighting Games, RPGs 
Hobbies: Cleaning CDs 
What's the coolest magic 
item you own? Well, that 
would have to be my special 
CD cleaner that (^langes really 
bad games into goixi ones. 




i^Randy Nclson 
liNews Editor 

Likes: Shooters, Racing, Ptatform 
Hobbies: WWF. Action Figures 
What's the coolest magic item 
you own? Definitely my Bag of 
iinvisbie Thurrfctacks. 'fbu should 
^ the guys when they try and sit 
:do/vn around here. What a hoot! 


■SflNZRi CHiei Chan 
Barely Employed Mascot .;p • , 
Likes: ALL GAMES! I! 

Hobbies: Games and GAMES! 

What's the coolest magic item 
you own? I’ve got the world's only 
working p^ of X-Ray passes, ic^ • 
sp«id all day in Ginza just watehing • 
tenoi/ shop for dotees! 





> -BlU. □ONOHUE 

Managing Editor 

What he does: 

Screams about deadlines and at the 
writers who miss them. 

What's the coolest magic item you 
own? When I was younger, i had one 
of those Magic 8 Balls. I'd ask a ques- 
tion, and it would give me a funny 
answer. However, now that I'm older, 

I usually just do what it says... 

Bill's Quote of the Month: 

"Stop screaming, ladies! The Magic 8 
Ball said to come in here. Yes, it also 
said to take off all my clothes... " 


> 'Eugenc LUang 
A rt Director 

What he does: 

Seethes... (I asked Eug about this 
answer, but he just sat there, staring 
at me and... urn, seething — Ed.) 
What's the coolest magic Hern you 
own? My bottomless cup of coffee. 

It sounds great, and it is for the most 
part, but the downside is that it usual- 
ly gets knocked over on my desk, 
leading to brown wrinkled copies of 
PSM and Cat Fancy. 

Eug's Quote of the Month; 

"Clean up on aisle 1." 


^ CflKY UlEUl 

Graphic Designer 

What he does: 

Ensures PSM will have the best look- 
ing pag^ever! 

What's the coolest magic Hern you 
own? I am the mystical owner of the 
Magic Metal Water Snake. I know 
you are being amazed, but when I 
pull on his wings, he sprays water! It 
will be hot or cold, depending on 
which wing I pull. Too bad only 1 can 
have one in my kitchen and not you! 
Gary's Quote of the Month; 

"Hot.,. AA/D cold... AIEEE!" 






10,000 years have passed since the final war brought the history 
of the human race to its end. Since that time, vampires have 


reigned over the world. But now they are dying as a species-this 
is their final hour. The humans are regaining their power after 
many long dark years. However, some vampires remain in the 
remote region and continue their horrific attacks against humans. Isp 
Such action has brought about the hiring of bounty hunters to 
destroy them. Among these hunters, the Dunpeals, half vampire^SP 
and half human, are considered the finest. In time, people began > ^ 
to talk about a hunter with remarkable skills... 


That hunter is D... Vampire Hunter D... 
The adventure begins... 



Animated Blood 
Animated Violence 


JALECO 


PlayStation 






Armored Core 2 





► pg. 4G ^ 

Although mech games 
have never received a 
popular following in the 
U.S., From Software may 
gain a few fans when it 
releases its mech game 
this fall. If the already 
crisp graphics don't 
attract gamers, Armored 
Core 2's fast-paced 
gamepiay will. The heavy metal rocks on page 46. 



Dynasty Warriors 2 




ANCIENT CHINA, US HOT 
8A8BS HAP TO PEFENP 
THE UANP WITH NOTHING 
BUT OUR SWORPS ANP 


CLBAVAGB 


Set in ancient China during the same 
period as the 
Romance of the Three 
Kingdoms series, Dynasty 
Warriors 2 puts you directly onto 
the field of battle as one of nine legendary 
Chinese warriors, responsible for aiding in 
your kingdom's victory. Your forces await you on 
page 36! 


Midnight Club 

► pg. 41 

Midnight Racer hopes to blow past its stiff competition to be the top racer 
on the PlayStation2. Although surpassing hit franchises like Ridge Racer ar\6 
Gran Turismo will be quite a task, Midnight Club includes a few elements 
that set it apart from the rest. Your sweet ride is parked over on page 41 ! 




FINAL FANTASY IX 


The RPG of the year is here! Sqaare has yivea us see last Float 
fantasy on the PlayStation, and hoy, is it a doozyi We've 
got a Q&A interview with the 
creators hehind the 
game, plus a picture- 
pached preview with nor 
first impressions! 

► pp. 24, 70 — 


Motor Mayhem 


► pg. 44 ^ 

There still hasn't been any word 
of a PlayStation2 version of 
either Twisted Metal or Vigilante 
8, which is kind of disappointing. 
However, that doesn't mean the 
console won't have a car combat 
title in the near future. Don't try 
crossing page 44 without looking 
both ways! 







The latest PlayStation news and up-to-the-minute info 

► News re. 14 - 

► Q&A - re. Z4 ■ 


PG. 49 


This month's new games, thoroughly tested by PSM experts 




► PG. 7D ^ 

All the best dirt on tomorrow's hottest games 

► Army Men: Air Attack 2 pg. 3D 

► Dave Mirra Freestyie BMX pg. 84 - 

► Destruction Derby Raw pg. 74 

► FFIX - pg.7D- 

► incredible Crisis pg. 30 -> 

► Madden NFL 2001 ► pg. 36 - 

► Mega Man X5 pg. 32 - 

► MTV Sports Skateboarding pg. 74 

► MTV Sports Pure Ride pg. 83 -• 

► NASCAR 2001 ► pg. 36 - 

► Parasite Eve 2 » pg. 78 - 

► Sheep pg. 83 - 

► Spyro: Year Of The Dragon pg. 76 - 


The latest codes for all you addicts 


► PG. 9 B ^ 


You've got questions, we've got answers 


LettBPS ►PO.98- 


SoyraiYearDf 
Tne Dragon 

► pg. 7 B 


Who would've thought that a little dragon who 
can barely fly would complete his first adven- 
ture, let alone go on to star in two 
sequels? Now on his third outing, 

Spyro has a much larger world to 
explore and new tasks to complete. 

The adventure begins on page 76! 


Why just snowboard down a mountain, when 
you can build 

tain first and then slide 

OUT \ extreme 

^BBROW! fiJA I ) ection begins on page 83! 

TOTAUY AWeSOMB 
OR WHAT? 


MTV Sports Pure 
Ride •^pg.83 


The NMC's are airborne! Once this deadly virus enters the 
body, it begins mutating the organism’s DNA, which alters 
the animal into a monster. Although many monsters are 
mutated beyond recognition, it appears that everything from 
people to elephants make an appearance in Parasite Eve 2. The 
mutations are gathering on page 78. 


Parasite Eve 2 

pg. 78 


soMeruiuo's 
MISSING HERE, 
BUT I CAN'T QUITE 
PUT m FINQER QN 
IT... ANP WWy 16 ITy 
^COU?? 


Alundra 2 pg. 93 

Armored Core 2 pg. 46 

Army Men; Air Attack 2 . pg. 80 

Ball Breakers pg. 50 

Dave Mirra BMX pg. 84 

Destruction Derby Raw . pg. 74 

Dune 2000 pg. 92 

Dynasty Warriors 2 pg. 36 

FFIX pg. 70 

Gekido pg. 92 

Glover pg. 91 

Grind Session pg. 91 

Incredible Crisis pg. 80 

Kessen pg. 42 

Kurt Warner Football. . . . pg. 92 

Madden NFL 2001 pg. 86 

Mega Man X5 pg- 82 

MGS2:TSOL pg. 32 

Midnight Club pg. 41 

MK Special Forces pg. 56 


Motor Madness pg. 44 

Ms. Pac-Man Maze pg. 50 

MTV Skateboarding pg. 74 

MTV Sports Pure Ride . . pg. 83 

NASCAR 2001 pp. 44, 

86 

NCAA GameBreaker 2001 . pg. 51 

NCAA Football 2001 pg. 52 

NFL GameDay 2001 pg. 59 

Nightmare Creatures 2 . . pg. 91 

Parasite Eve 2 pg. 78 

Rampage Through Time . . , pg, 51 
Ready To Rumble 2 .... pg. 43 

Sheep pg. 83 

Silent Scope pg. 31 

Smuggler's Run pg. 42 

Spyro 3: Dragon pg. 76 

Street Fighter EX Plus . . pg. 92 

Valkyrie Profile pg. 55 

X-Men Mutant Academy . , pg. 56 
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►►PG.ID 5 ^ 


A sneak-peek at what's gonna be hot for next month 





I will not conform 


IThe weak obey the law. I break it. 


I do not believe in mercy. 


means necessary. 


ll have become victorious by any 


iy folding chair and kendo stick. 


By fire and tables 


I believe in creative weaponry. 


•AMAN ANARCHIST! 


Animated Blood 
Strong Language 
Suggestive Themes 


FEATURING AN ALL-NEW PICK-UP-AND-PLAY CONTROL SYSTEM. Wj 
THE ONLY WAY TO HANOLE ECW! 

Over 60 OaidGore anarctilsis! • Oosly noodes! Rhtno! losila CrediUer New lack! • New matches Including Tame Matches. Dacklot Otawls and 







SAMdMon 


me blisieiing Brimsione Malch! • KiPer tracks iram Pope and One Minute Silence! • 2-man commentary by loey Stytes a Joet Gettnerl 


Ruiz'** and Acclolntof 9 2000 Acclaim Enlertairment. Inc. All ngltts Reserved. Oevelcped by Acclaim Studios Sait Lake 
1 1542-2777. TNN® and the TNN logo are registered trademarks of Network Enterprises, Incv-PlayStation and the PiayStatic 
registered trademarks or trademarks ot Sega Enterprises. LTD. O SEGA ENTERPRISES, LTD. All Bights Reserved. Screen i 


:ity. All Righls Reserved. Marketed by Acclaim. Oistnbuted by . 
logos are registered trademarks ol ^ny Computer Enterlainm 
tots shown were taken Irom the PlayStaUon version ol Ihe video 
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your complere source For all rhe laresr in 
playsrarion neujs, ropics, arid aa-bir culture 



These days, daily news is only a click away 
on the Internet But what you can't get online 
is PSM's exclusive in-depth coverage, with 
more details and extra info. We dig deep to 
find the rea/ stojj y^behind the headlines. 


FIRST NEWS; Dead or Alive 2: Hardcore 

The fell scoop an Tecnie’s new HS-only version of iis sizzliny PS2 fighter, 



PSM: Since the game has “hardcore" 
title, does this mean we can expect it 
feature any of the more "mature” 
elements censored out of the U.S. 
version of DOA2 for Dreamcast? Can we expect the 
female fighters to be even more "bouncy" than in 
earlier versions? 

Itagaki: I can't say that there will be more “mature 
elements. But the better visuals and controls will 
translate to more a realistic look and feel of the 
DOA2: Hardcore girls. Do you want more 
"bounce?" I think that the current 
versions have just the right 
amount of bounce, that is, if 
you're talking about silicon 
implants. Besides, I want you to 
concentrate on the fight, not on 
other "things." 



PSM: Will all of the new elements and special effects 
that you originally wanted to include in the Japanese 
version of DOA2 for PS2 make it into DOA2: 
Hardcore? Can you list all of the new elements 
you're planning to include in the game? 

Itagaki: Definitely, yes. Since the release of Dead or 
Alive 2 on PS2 in Japan and Dreamcast in the U.S., 
I've received much feedback from the fans of D0A2. 
I've personally reviewed this feedback to gain ideas 
for improving D0A2: Hardcore for the U.S. market. 
We're basically rebuilding this game from ground up. 

Here is everything that I'm planning to include in the 
game at the moment: 

• A newly developed graphics engine. This results in 
a great improvement in the graphic quality that is 
different from the Japanese version. 

• Voice-overs recorded by American voice talents. 

• A new intro movie 

• A new ending movie for Story Mode 

• New costumes 

• New fighting arenas and improved existing ones 

• New attacks 

• A "real ending" will be added at the end of Story 
Mode, when the player succeeds in clearing all 
stages with all available characters. 

• New play modes 


PSM: Can we expect any new 
characters to make an appear- 
ance? Will we finally be able 
to play as the evil Tengu? How 
about characters from other 
Tecmo games? 

Itagaki: I wish I could tell you all 
about my secret plans, but I can't. Let me just say 
that everything you've mentioned is possible. 

PSM: Will you now be able to play on any background 
in the tag battle mode? 

Itagaki: So many of my fans have 
requested that. I can't tell you for 
certain if we can do it but it would be 
really cool to be able to play tag battle on 
multiple stages. 

PSM: How much of the new rendering 
engine has been coded from scratch, 
and what exactly can it do that the old 
one couldn't? Will the game use PS2's 
anti-aliasing functions, for instance? 

Itagaki: Whenever Team Ninja works on 
a different version of a game, I take the 
game apart completely and rebuild it 
from scratch. It's kind of like rebuilding a 
Formula 1 car after each race to make 
adjustments and Improvements to make 
the car faster. I'm very aware of the anti- 
aliasing issue and I will do everything necessary to 
address the issue. 



A The new stages added for the 
Japonese release (shown) will be pre- 
sent, as will some all-new orenas to 
fight in. According to Tecmo, the exist- 
ing stages will also all be enhonced in 
some way. 


PSM: What about new story 
sequences? Will we finally get to 
learn more about the characters? 
Itagaki: My Japanese D0A2 fans are 
totally fascinated with the story of 
the OOA2 characters. I'm hoping to 
do the same with my American 
fans with DOA2: Hardcore. Yes, 
there will be more cinema modes 
let you understand the extraordi- 
nary story of DOA2. 

PSM: Now that you’ve spent a good 
deal of time developing for PS2, have 
you discovered anything new about 
the system you didn't know it could do 
before, or ways to overcome the hur- 
dles you experienced when developing 
Japanese version of DOA2? Has 
your overall opinion of the hard- 
ware's capabilities changed at all? 
Itagaki: I really never had any prob- 
lems with development, aside from 
never having enough time to perfect 
a game. (Of course, any developer 
who says they reached perfection 
has a problemi) DOA2: Hardcore 
will be one of the few PS2 titles to 
be developed on the DVD format. 
Actually, the DVD format not only 
increases storage capacity, but with 
a proper programming technique, 
will increase the visual quality and 
gameplay over CD-ROM format 
_ games. This will be quite apparent 
when you compare Tekker) Tag 
Tournament iCD-ROM) with D0A2: Hardcore (DVD). 

Sounds great! We'll have more info on DOA2: 
Hardcore as its release draws closer! 



A The Japanese version of DOA2 (shown here) looked 
great, and Itagaki promises diat DOA2; Hardcore vtnil 
look event better, thanks to a new graphics engine. 
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Robotecli Resurrected 



Blasting onto the airwaves back in 1985, 

Robotech revolutionized the world of 
after-school cartoons by bringing 
Japanese anime into the mainstream. An 
absolute epic as far as animated series 
were concerned, it spanned three sepa- 
rate series and some 85 episodes (not 
including the never-aired three episode 
follow-up. The Sentinels). It also pretty 
much wrote the book on transforming 
mecha (giant robot) combat, something 
that has had fans clamoring for a 
videogame adaptation of the various 
series for more than a decade. 

Enter Mattel Interactive, which 
recently snapped up the rights to pro- 
duce games based on all three Robotech 
series (The Macross Saga, Southern 
Cross, and The New Generation) for PC 
and "undisclosed" consoles (which, 
we've been assured, will almost certain- 
ly include PS2), Details concerning what 
type of game (or games) to expect when they begin arriving late 
next year weren't available at the time of the announcement, so 
we got in touch with Mattel Interactive's Charles Harribey, a self- 
confessed fan of the series and the man who's been charged with 
making the game(s) a reality, to see what we could find out, 

PSM: Since you're such a big fan of the series, you've obviously 
had a lot of time to think about what type of game you'd 
make based on the Robotech universe. How do you see the 
game shaping up? 

Charles Harribey: While I cannot give specifics on our concepts, 
I can tell you that they capture the heart of what makes Robotech 
compelling. I wouldn't do it if I wasn’t going to do it right. 


PSM: Do you see it being set in the Macross Saga series time- 
frame? It would be great to see elements from Southern Cross 
(hover bikes/tanks). New Generation (Alpha fighters and riding 
armor), and even the Sentinels be incorporated into subsequent 
games, if not in this one. 

CH: The Macross segment of 
Robotech certainly seems to be 
the most popular and with good 
reason. However, Robotech is 
much more than just Macross. 
The fact that Macross is fantastic, 
and yet is only a portion of the uni- 
verse, is one of the things that makes Robotech so 
interesting. It would be safe to assume that we will 
start with Macross. Though like the series, Macross 
is really just the first act. 

PSM: Any chance that the original voice actors 
from the various TV series will lend their talents 
to the game(s}? 

CH: There is a strong possibility that the original 
characters from the series will appear in the games. 
If so, then the best thing to do would be to get the 
original voice actors to reprise their roles. 

PSM: There have been attempts in the past to bring 
Robotech to consoles in the U.S. (Robotech: Ciystal 
Dreams for Nintendo 64, for instance) but they've 
never actually seen release. What're your thoughts as to why it’s 
been so hard to make this thing a reality, and how will you set 
about making it one? 

CH: The scale of Robotech is beyond epic. Three generations, 
each with unique characters, vehicles and stories. Battles with not 
dozens, but hundreds or thousands of participants. In order to pull 
that off, you need clear game concepts and the resources to 
develop those concepts. We have both. In addition, until now, the 
technology really has not been there to deliver the definitive 
Robotech gaming experience. Console and PC technology has 
finally gotten to the point, whereas we have the ability to surpass 
the original material in almost every way. 



A Released by Harmony Gold, 
Robofech and its giant transforming jet 
fighters brought anime action into the 
after-school mainsteam back in 1985. 
Let's hope the games can be just 
os groundbreaking. 
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Arcade junkies will no doubt be familiar 
with the various arcade-based incarna- 
tions of the original PlayStation hard- 
ware, most prominently the 
System 11 and 1 2 boards used 
by Namco for such games as 
Tekken 3 and Tekken Tag 
Tournament Recently, Sony made the 
inevitable announcement in Japan 
concerning an arcade version of the 

4 By the end of 2001, arcade games 
running on enhanced Piay5tation2 
hardware should be gobbling up quar- 
ters across the country. 


PlayStation2 hardware, simply dubbed PS2A (for "arcade"), and 
developers are already reported to be receiving development soft- 
ware to begin coding games for the system. 

It’s unknown at this time which companies have taken pos- 
session of development kits, but it's safe to assume that the 
heavy hitters such as Namco and Capcom were among the first 
in line. That said, we're hopefully one big step toward long-await- 
ed games such as Tekken 4 finally seeing the light of day. In fact, 
rumors are already beginning to surface that Namco is planning 
Soul Calibur 2 ior the PS2A architecture (and, presumably, PS2). 

There’s been no indication as to when we can expect to see 
PS2A games start popping up at local arcades, but it'll hopefully 
be soon. We'll continue to keep you updated when it comes to 
new PS2A developments — for now, scope out the tech specs 
below, and start saving your quarters. 



Storage; CD-ROM, DVD-ROM 

I/O Buffer Memory: 32MB (expandable to 64MB) 

System Memory: 256MB 

. Performance: Same as PS2 console, minus DVD playback 
: iUNK X 1 
' USB X 2 

• Memory Card Slot x 1 


ere are a few other 
notes of interest, in- 
; eluding the latest up-to- 
i the-minute information on 
I everything PlayStation. 

In order to address the abil- 
ity to play DVD movies from any 
region on the first run of 
Pi3vStation2 consoles in Japan, 
Sony Computer Entertainment 
has begun shipping a nsv. revi- 
sion rf the system overseas. 
Bearing the model number SCPH- 
15{X)0, the nev.- machines also 
have increased security measures 
against the installation of PS2 
mod chips that have started crop- 
ping up in Asia. Despite these 
changes, the ns.', y revised PS2 
stil: carries a retail price of 39,800 
yenimugh', $350). 

At least 80 of SNK's devel- 
opm-nt staff have jumrsd ship to 
Capenm. including members of 
the team responsible fer the pep- 
ular K,ng of Ftghters fighting 
game series.These staffers will 
form a v.f:ole new divisicii of 
Capcom devoted to developing 2D 
games, presumably for all plat- 
forms, including PiayStationZ. 
We'li have r;-re intcimation as it 
becomes available. 

In addition to Herdy Gerdy. 
Project Eden, Legacy of Kain: Soul 
Reaver 2. Timesplitters. and a 
new Tomb Raider game, Eidos has 
shored up its support for 
PiayStation2 with the announce- 
ment of three more games for the 
system. First off is Fear Effect 2. 
the sequel to last year's popular 
adventure game. IFear Effect- 
Retro Helix is a prequel, techni- 
cally.) Also in the works is Blood 
Omen 2. the sequel to the original 
Blood Omen: Legacy of Kain. 
More surprising is news that 
Commandos 2. the company’s 
detailed military action game, is 
also destined for the system. Both 
games are due to hit during 

Square's latest final 
Fantasy game has seen phenome- 
nal success in Japan. More than 
1.2 million copies of the game 
had been pre-ordered prior to 
FFIX's July 7 release in Japan, and 
a whopping 2.6 million copies 
were sold in total on the first day. 

Best known for its high-end 
home theater products. Monster 
Cable will be introducing a new 
line of cables and accessories for 
use with the PiayStation2 along- 
side the system this October. 
Among the custom products to 
expect are S-Video, component 
video, and digital optical cords 
designed with extra high-quality 
24kt gold connectors for what 
should hopefully be the best 
picture and sound 
quality possible from 1^^^ 
the system. I 
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USB-Oaseil noOem and printer showcased in Japan 


In Japan, where videogaming is as much a part of everyday life as movies, music, and 
television, game soundtracks have been as commonplace as their film industry 
counterparts for decades now. On this side of the Pacific, however, they've been 
rarities, often (if ever) relegated to the import bins at larger record shops, If companies 
such as Mars Colony Music and TokyoPOP/Mixx Entertainment have their way, that won't 
be the case much longer. 

Mars Colony Music recently released Resident Evil: Orchestra Album, a $1 6.99 disc fea- 
turing select tracks from all three PlayStation RE games performed by the New Japan 
Philharmonic Orchestra, which should be available at your local record shop (or via the 


Internet) as you read this. Through an exclusive agreement 
with Square, TokyoPOP/Mixx Entertainment will release the 
Parasite Eve 2 Original Soundtrack in September, followed by FFIX: Music From The Final 
Fantasy IX Video Game in November (presumably to coincide with the speculated release 
date for the game). Pricing information and exact dates for these discs had yet to be final- 
ized as of press time. 

The sales of these soundtracks, particularly FFIX. could very well have a big impact on 
the release of future videogame music discs into the mainstream marketplace stateside. 
Needless to say, we'll be watching how they do very closely and will bring you word of fur- 
ther releases as they're announced. 


4 ^ final Fantasy 
IX and 

Resident Cvil 
are jusi fwo 
of the big- 
name proper- 
ties to see their 
soundtracks 
released in the 
US this year. 


During its first annual PlayStation2 Middleware Expo, held on June 21-23 
Sn Japan, Sony Computer Entertainment demonstrated support for 
several USB-based expansion devices utilizing drivers developed by its 
middleware partners. 

The most intriguing of these was a prototype 56k analog modem with 
associated web-browsing and email software. Sony has still not announced 
whether it will market the modem and Internet connection software itself, or 
if we can expect third-party peripheral companies to deliver the goods. Nor 
was a timetable announced for the peripheral's introduction. Also 
demonstrated were drivers to enable the connection of USB-based inkjet 
printers to PS2, one of the many applications of which being the ability to 
print out email and other documents downloaded over the Internet. 
As with the modem, there was no mention of when we might see these 
drivers put to use. 

PSM has learned from industry sources that at least one unnamed 
peripheral manufacturer is planning to have a third-party USB-based 
modem and necessary Internet software ready to go for PS2's launch 
in October. Combined with the 


fact that some games (such as 
Infogrames' Unreal Tournament) may 
support modem play, this points toward 
the possibility that we could be playing 
PS2 games online sooner than originally 
thought. In any event, we'll continue 
to keep you updated with the latest 
on this front. 


While the modem was hidden from view, you couid still surf the Web (in this 
case, Yahoo!) via PS2 at the middleware expo. 



siea prencw; Legenii or Dragoon Toys 

Fit east If Siiy's itw m epic it plistie 


The number of videogame spin-off toys continues to grow at a 
breakneck pace here in the States. Sony's recently released epic 
RPG, Legend of Dragoon, serves as the basis for the latest action 
figures from Blue Box Toys, the company 
responsible for this summer's Omega Boost and 
Fighting Force lines. 

BBI provided us with an advance look at the 
figures, which are slated to hit store shelves this 
fall, and they're easily some of the best-looking 
"mainstream" videogame toys we've seen in a 
while. With each figure expected to ring in at 
around the same price as the Omega Boost and 
Fighting Force toys (read: about $10 each) the 
line will include six characters: Dart, Shana, 

Ravits, Rose, Kongo!, and Lloyd. 

As for how accurately you'll be able to pose 
the plasticized Legend of Dragoon cast, BBI’s 
newly-coined "Smart Move Articulation" seems 
to mean that most of their major joints will be 
movable, sans the elbows on one of two figures. 

Regardless, that's still a lot better than most fig- 
ures (or should we say statues?) released nowa- 
days, ' 

Fans of the game will definitely want to keep 
an eye out for these highly detailed figures. We'll continue to 
being you the latest on other upcoming videogame toys lines 
as they're announced. 
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Babbage's 



Prescribed sequences flow 
seamlessly in and out of the action. 


SAVE 20% 

on the 

BradyGAMES 
Strategy Guide 


Your First Place For Games 

Reserve this title NOW at Gainestop.com or 
visit any of our 950 stores nationwide. 


PlayStation.^ 


Booty 


Kickin 




Never 


Looked 


Good 


This 


• . 

Machine: PS2 Publisher: Squaresoft 
Genre: Action # of Players: 1 
Release date: November. 2Q00 


I “ One of the first PS2 games ever revealed to the public, 
The Bouncer is a gorgeous beat-’em-up title that was 
responsible for creating huge expectations around Sony’s new 
system. Get ready for a cinematic action experience like no other. 

Battle through the mean streets of the future within amazingly 
9||k realistic, interactive environments like you have never 
experienced before. An incredible storyline 
I W and visuals await those who cross into the 
i % Dog Street." - DailyRadancom 


BUUNUER 


Mad Catz to link two PlayStations 


for head-to-head competition. 
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More Mystery, 
Magic, And 
Sleepless Nights 


" Final Fantasy IX is the final game in the series to appear 
on the PlayStation console. It is a return to the ilays of 
medieval knights black images. Some people have 
complained about the futuristic themes of Final Fantasy 


Vll & Vlll, but with Final Fantasy IX, they'll have nothing to 


complain about anymore. Join Zidane, VIVI, and the rest of 
the crew on this grand adventurel" 


Machine: PSX Publisher: Squaresoft 
Genre: RP6 # of Players: 1 
Release date: November, 2000 


An amazing visual, audio, and gameplay 
experience for any brave enough to enter. 


The ninth installment of this best-selling 
RPG series has a completely new look and feel. 


Return to a world filled with mystery 
and magic for the biggest adventure yet. 


SAVE 20% 

on the 

BradyGAMES 
Strategy Guide 

with purchase of 


Be The First To Get This Title 

by reserving it at ganiestop.com or 
visiting any of our 950 stores nationwide. 


FANTASY IX 


Save game positions and customize 
controller settings with 
the PlayStation memory card. 


ISlQIl 

Babbage's $oftw<tl« 










Calling For Your 
Mommy Is Not 
An Option 


"The #1 fighting game series of ail time returns 
with a vengeance on the power-latien PlayStation 2 f H 
computer entertainment system. Featuring the ' H 
all-new TAG Battle System tor the ultimate 1 

onslaught ot moves and combos. 34 fighters armed I 
with new surprises up their sleeves. 7 grade modes, 

plus hidden modes as well. In short, this is the 
must-have title ot the year.” 

WWW - DailyRadar.iKmi 




PlayStation.B 


Machine: PS2 Publisher: Namco 
Genre: Fighting # of Players: 14 
Release date: September, 2000 




Choose from 34 characters 
throughout the Tekken series. 


SAVE 20% 

on the 

Prima 

Strategy Guide 

with purchase of 

TEKKEN TAG 
TOURNAMENT 


Get A Jump On The New Stuff 

by reserving it at gamestop.com or visiting 
us at any of our 950 stores nationwide. 


Take your gaming 
experience to the next level with 
Sony’s PS2 controller. 
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The Magic 
Carpet Ride Of 
A Lifetime 


Get ready! This incredible new release for the PlayStation 2 will amaze you. 
Dark Cloud's true-to-life graphics, easy gameplay and smooth animations are 


unmatched. This fresh game promises to deliver what you crave - 
strategy, battles and puzzles. In addition, you can create 
geographical landscapes using the new 
> Georama feature system. 


Dark Cloud is definitely a game 


PlayStation.? 


Machine: PS2 Publisher: Sony 
Genre: RPG # of Players: 1 
Release date: Fall. 2000 


You might think it’s the most incredibly lit RPG ever. 


SAVE 20% 

on the 

Prima 

Strategy Guide 

with purchase of 

DARK 

CLOUD 


Your Direct Line To 
Everything New 

Reserve the hottest titles at 
gamestop.com or visit any of our 
950 stores nationwide. 


Never lose your place 
in a game again with the PS2 
Memory Card from Sony. 


§ Babbages 


da. 








Using the calculation power of the PlayStation 2, 
the physics model is identical to that of a real car. 


Never lose your place 
in a game again with the PS2 
Memory Card from Sony. 


V3 Racing Wheel from Interact. 




f I 2m 

GRAN TURISMO 


CAUTION: Objects 
Are Moving Faster 
Than They Appear 


“Jump behind the wheel of over 500 amazing cars and get ready for 
the ride of your life. Gran Turismo 2000 truly is a visual master- 
piece enhanced by the power of the new PlayStation 2 
computer entertainment system. And talk about 
feeling the need for speed! With the Dual Shock 2 
analog controller, you feel the power of the 
game just like you would the 
acceleration of a real car." 

- DailyRatlar.coni 


Environment mapping creates broadcast-quality 
graphics that blur the line between game and reality. 


: pEDasQicSsitiii , Fi:]n.C£)Ltjnd 

Babbage’S suftwaie.® 


First In Line or On-Line 

Buy the newest titles at gamestop-com or 
visit any of our 950 stores nationwide. , 






CEO 


I You want more than just the latest headlines— you want the dirt, 
1-P I the inside scoop on what's rea/// going on with the PlayStation. 
I Look no further, because PSM always has its ear to the wall... 


Ape Escape For Pii2? 

O his could be the news fans of Sony's mas- 
terful monkey-hunting platformer have 
: been waiting for. While not official, rumors have 
: began to trickle out of Japan that work is already 
i underway on a sequel to Ape Escape, and that it's 
destined for PlayStation2. 

Sony's world-wide branches are keeping tight- 
^ lipped concerning the possibility that the game does 
! indeed exist, but representatives have teased at its 
i likelihood just a little by offering coy "it's not out of 
; the question" responses. Whether development of 
! the game would be handled by the original team is 
i in question, as the original's executive producer, 
Shuhei Yoshida, was recently 
named the head of internal devel- 
opment at Sony Computer 
Entertainment America. 

One factor working in favor 
of the sequel is the fact that PS2 
comes with a Dual Shock con- 
troller, which will help it reach a 
wider audience than the first. 

Ape Escape earned second piece in 
our All-Time Top 25 Gomes feature 
in issue #34, so its sequel will have 
a lot to live up to. 



PS2 Backwards Cooipatiliility Boost? 


I ust when we thought we'd heard about all 
^ of the hardware features PlayStation2 has 
to offer, word from the development community 
seems to suggest that the best is yet to come — at 
least when PS2's backwards compatibility with origi- 
nal PlayStation games is concerned. 

According to specifications provided to develop- 
ers, it appears as if PS2 will be able to run low-res 
PS1 games in full 640x480 high-resolution mode, 
perhaps with a future upgrade to the PlayStation dri- 
ver that comes loaded onto the system. 



Unfortunately, any information as to how this would 
work is available only to licensed developers, so 
there's little chance of learning more about it until 
Sony is ready to make an official announcement. 

There's also the issue of compatibility. As it 
stands, some PSt games just won't work if faster 
drive access is enabled in PS2's PlayStation driver. 
There's a chance that boosting the resolution of 
PlayStation games might introduce more compatibil- 
ity problems, and Sony could be trying to iron this out 
before introducing the feature. As for how you'd go 
about upgrading your PlayStation driver, we've heard 
that as part of Their license to develop on PS2. com- 
panies are required to place updated drivers on all of 
their games as they're made available by Sony, and 
that these wilt be copied over your old versions with- 
out you needing to do a thing. 

So, we might not be seeing this newly discov- 
ered "feature" anytime soon, but it's definitely there, 
and could make a world of difference when it comes 
to playing your old PSl titles. 

PS1 games already look a little better on PS2, but if 
Sony actually takes advantage of the system's obility to 
boost their resolution, they'll look out of this world. 


AMarvel-ousRumor 

B apcom fighting game fans will want to sit up 
and take notice at this rumor. Reports out of 
Japan suggest that the company is planning to 
bring Marvel vs, Capcom 2 to PlayStation2, and that it'll 
be a lot more than a simple port of its arcade and 
Dreamcast counterparts. 

Specifically, the rumors indicate that we can expect 
the game's character roster to jump from 56 to some- 
where in the 70s. That means there'd be at least 14 
new characters, and they’d be entirely new to the 
series, since all of the Versus game characters are rep- 
resented in MVC2. 

Word on the rest of the features to be expected 
from this potential port have yet to surface, but if this 
initial info is any indication, there should be a lot to 
look forward to. We'll keep you posted with the latest, 
so sit tight. 

> If you 
like fast- 

fighters. 

Marvel vs. 

Capcom 2 
is the 
reigning 
champ. If 

hold true, 
it'll be on 
P S 2 
before the 
end of the 




hether you like playing on the other side of 
the law or not, DMA Design's Grand Theft 
Auto is a bona fide best-seller the world over. Having 
already spawned one sequel, indications are that the 
series will soon gain a new installment for PlayStation2. 

Details are still sketchy, but rumor has it that the 
working title for the game is GTA3D, thus implying a 
Dr/ver-style fully-realized city setting for the game. And 
since it's being deployed with PS2 in mind, it's same to 
assume that the level of realism (traffic levels, pedes- 
trian traffic, physics, and effects) in the game world can 


(and hopefully will) be closer to life than ever before. 
Neither DMA nor US rights holder Rockstar have 
officially confirmed that the game is in development, 
but we'll keep you abreast of any new developments 





kkeii Tag and iBers hlianced for B.S. Release 


ince last issue, the "dreaded" problem of aliasing (or "jaggies") in 
PS2 games has thankfully been put to rest by Sony, who has 
began providing information to developers on how to implement full anti- 
aliasing in their upcoming games. But what about those games that're 
already "finished" —i.e. out in Japan and headed to the US for PS2's launch 
this fall? 

A The shimmering The good news is that, according to development sources, anti-aliasing. 

wir*now*^be* taken implemented in finished games as easily as it can be for works-in-progress. It's 

care of thonks to anti- just 8 simple matter of taking apart the game program, adding in the lines of code to do 
Namco®im^emenh'*rt recompiling the game. This means that games such as Tekken Tag 

for the US release! Toumament, Ridge Racer V, and others could potentially get a noticeable facelift for US 

release. As it stands, however, neither Namco nor any other developer has confirmed 

that their games will take advantage of this "revelation," but we'll keep you posted. 
Most games.currently in development for the US launch, however, are expected to boast full anti-aliasing 
now that Sony has delivered the goods on how it make it work. 
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PSM: How long has FFIX been in 
development and how many people 
worked on it? 

SQ; About a year and a half. We had 
approximately 300 people working on it, 
including external resources. 

PSM: How was the development of 
FF/X different from FFW/and VIH? 

SQ; There wasn't anything in particular 
that was different from FFVII and VIII. 

PSM; FFIX is the last Final Fantasy 
on the original PlayStation, and it's 
also the last game in the series 
before "Ten" — how did this affect 
the way the team approached mak- 
ing the game? 

SQ: It didn't have a significant affect on 
the development. We just wanted to 
follow what we've been doing, which 
was to create one another great story 
for the series. 

PSM: What was the main reason for 
taking the series back to a pure 
fantasy style? 

SQ: This is the last of the Final Fantasies 
with a single digit and we wanted to go 


back to the original idea. Both FFVII and 
FFVIII take place on cyber wcrlds/uni- 
verses, so we wanted to create some 
kind of medieval universe using the 
technologies applied in FFVII and FFVIII. 

PSM: How much FMV is in the game, 
compared to the past sequels on 
the PlayStation? 

SQ: Like FFVIII, I believe there is a little 
under one hour of FMV. 


PSM: How is the game structure 
in FFIX different from FFVII and 
VIII? What new features have 
been added? 

SQ: The biggest departure from FFVII 
and FFVIII is that FFIX brings back the 
fantasy setting from earlier Final Fantasy 
games. Although not explicitly stated in 
the game, each character in FFIX has a 
job class, which is also similar to the 
earlier games. 


PSM: Specifically, could you 
talk about changes to the combat 
system, such as how Guardian 



Forces work now? Are the sum- 
moned monsters still called Guardian 
Forces? Will a majority of the GFs in 
FFVIII return in this game? 

SQ: The combat system in FFIX is a 
wonderful fusion of the past FF combat 
systems. FFIX uses the ATB (Active 
Time Battle) system, like VII and VIII. 
Each character learns abilities and com- 
mands appropriate to his or her job 
class. There are two major ability types: 
action abilities and support abilities. 
Action abilities are commands like Black 


Magic, Steal, White Magic, and 
Summon. These abilities use MR 
Support abilities assist characters in bat- 
tle with skills like Auto-Regen, Auto- 
Potion, and Chemist. Both types of abil- 
ities are learned by equipping items and 
acquiring AP in battle. For support abili- 
ties, once they are learned, they must 
be equipped by using Magic Stones, 
which are also received from battle. 
Characters can go into Trance after 
repeated physical attacks from ene- 
mies. When the Trance gauge, located 
below the ATB gauge, reaches maxi- 
mum capacity, the character will go into 
Trance. Commands change and attacks 
become more powerful during Trance. 
Up to four people can be in the active 
party. Guardian Forces are called 
Eidolons in FFIX. They are called in bat- 
tle using the Summon command. Many 
of the Guardian Forces in FFVIII return in 
FFIX. including Shiva, Ifrit, Odin, 
Leviathan, Bahamut, Carbuncle. 

PSM: What other changes are there 
in the combat system? 

SQ: In FFIX, you can position your char- 
acters in the front or back row in battle 


‘■^T+his is the last 
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(like in FFVII). Generally, your battle 
position affects the amount of damage 
you deal and take. If you use magic or 
long-range weapons, you can deal just 
as much damage from the back row as 
you can from the front row. Many 
weapons in FFIX have Add ST (Add 
Status), which can cause abnormal sta- 
tus effects on the target. For example, 
if you attack with a Mage Masher, which 
has Add ST Silence, then in addition to 
losing HP, the enemy is Silenced and 


will not be able to use magic. 

PSM: Have you incorporated user 
feedback from the last two games? 

SQ; Yes, to some extent. 

PSM: What is the main theme to the 
story in FFIX? 

SQ; What is the meaning of life? 

PSM: What sort of vehicles can we 
expect to see in the game? 

SQ: There are actually several different 
vehicles. 

Airship: Airships allow you to fly any- 
where in the world. 

Ship: When airships are not available, 
you can travel across the ocean on an 
ordinary ship. 

Chocobo: A chocobo named Choco 
allows you to travel the world without 
encountering enemies. At first, Choco 
can only travel over land, but if you raise 
him properly, he can carry you over 
water and through the air as well. 

Gargant; Gargants are giant bugs that 
you can ride to travel quickly through 
underground caverns. 

PSM: What role will Chocobo play 
in FFIX? 

SQ: Chocobos are a form of transporta- 
tion, just like in any other FFgame. You 
can also raise and evolve a chocobo by 
playing a mini-game called "Chocobo 
Hot & Cold". This mini-game leads to a 
major side-quest involving a chocobo, 
so don't miss it! 

PSM: Can you explain a little bit 
about the Active Time Event? What is 
it and how does it affect the game? 

SQ: Active Time Event (ATE) is a system 
that lets you see events that are hap- 
pening elsewhere. For example, while 
you are controlling the main character in 
a town, you can view what the other 
characters are doing in another part of 
the same town. You can follow the 
story and finish the game without view- 
ing ATEs. They simply provide addition- 
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al information and behind-the-scenes details about 
the story and the characters. You can only view 
ATEs when the ATE option appears on the screen. 

PSM: After playing the Japanese version of the 
game for a bit, we have noticed that it is a lot 
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the moves, and you must respond quickly and pull 
it off well. If the finicky nobles like your perfor- 
mance, you can get some extra money thrown 
onto the stage. Either way, you have the option to 
come back for an encore. Occasionally, a mini- 
game is necessary to advance the story. For exam- 
ple, at one point, a character must retrieve a key 



funnier than the past games. Does this contin- 
ue though the whole game or does it eventual- 
ly turn serious? 

SQ: Final Fantasyians will notice that there is a lot 
of humor both in the beginning and throughout the 
game. This does not mean, however, that the 
entire game is completely light-hearted. All the 
main characters must go through some pretty seri- 
ous ordeals before the story is over, so this game 
would not be classified as a comedy. It has plenty 
of heroism, suspense, and tragedy, 

PSM: This game seems different from the 
rest of the series in that there doesn't appear to 
be one main character, like Cloud or Squall. 
Could you talk a little about this unique 
"ensemble" approach? 

SQ; This approach has been seen in FFVI, where 
there was not a single 'main' character. For FFVII 
and VIII, the story was actually created after the 
main characters (Cloud, Squall) were created 
by Tetsuya Nomura. On the other hand, the 
story became the base for FFIX, with other 
elements (including characters) falling into place as 
the story developed, 

PSM: Will the game have any PocketStation 
features? 

SQ: Unfortunately, it will not. 

PSM: We've heard that the Triple Triad Card 
Game from FFVIII will return — are the rules, 
or its purpose in the game, any different 
from before? 

SQ: There is a card game in FFIX, but it is not Triple 
Triad so the rules and purpose are different 

PSM; Will FF/X feature a lot of minigames? Can 
you give us a few examples? 

SQ: There are a ton of mini-games in this install- 
ment of the FF series. Most are not very difficult 
and are not completely necessary to finish the 
game. For example, one of the younger characters 
comes across some girls playing jump rope. He 
can try to break their record and do some pretty 
interesting jumps to get a prize. In another part of 
the game, the main character is an actor perform- 
ing a duel before an audience. Your partner calls 


hung on a cage that houses a terrifying beast. He 
must creep up when the monster turns away and 
come to a stop when it turns back (kind of like the 
game "Red Light, Green Light"}, or else the mon- 
ster will scare the timid character away. 

PSM: How long do you think H will take an 
average gamer to complete FFIX? 

SQ: Based on the amount of text in the game, an 
average gamer will take about 40-50 hours of play 
to reach the end. Obviously, an experienced FF 
player focused on beating the game will get 
through much faster than someone who prefers to 
take their time and enjoy all the different mini- 
games and side-quests FFIX has to offer. 



PSM: Can you tell us a little about the 
PlayStation2 versions of Final Fantasy? 

SQ: We have yet to make any announcements on 
FFX or FFXI. Information will be made available in 
a timely manner on <http://www.play- 
online.com>vww,playonline.com. 


PSM: We've heard 
Square has made the decision 
to not release any strategy 
guides for FFIX in Japan. Will this be Square's 
policy from now on, and if so, won't this be 
counter-acted by the online strategy guides 
starting with FFX? 

SQ; Not a policy - that is something that has yet to 
be determined. 


PSM: When can we expect to see FFIX over 
here in the U.S.? 

SQ; Before the Christmas holidays. 


PSM: In closing, what final message would 
you like to say to our readers about Final 
Fantasy IX? 

SQ: We are confident that this game will attract 
many many gamers — not only 
RPG fans — around the world. 

Be on the lookout — this will 
be the best game you'll play this 
holiday season! 
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We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 




Your monthly look at the^ 
best-selling PlayStation games 



This epic RPG is quickly 
proving to be the soles 
blockbuster Sony hoped it 


Here- are the top selling PlayStation games at 
Electronics Boutique stores nation-wide. Sony’s epic 
RPG, The Legend of Dragoon, led the pack this month. 

1 ^ Legend Of Dragoon 

2 Legend Of Mana - Secret of Mane sequel 

3 ► Vagrant Story - Down from #1 last month 

4 > Covert Ops: Nuclear Dawn - Action-packed 

5 ► Street Fighter EX 2 - Capcom fights back 

6 ► Triple Play 2001 - Still the baseball champ 

7 ► NBA Live 2000 - Playoff fever spurring sales? 

8 ► Tony Hawk's Pro Skater - Still going strong 

9 ► Syphon Filter 2 - Sony's action favorite 

10 ► WWF Smackdown - Down, but not out 



PC Data surveys the biggest retailers each month to 
find out which PlayStation games are selling the best. 
This month, it was Sony's Legend of Dragoon. 

1 ► WWF Smackdown 

2 ► Spec Ops - $9-99 - Are you out of your mind? 

3 ► Tony Hawk's Pro Skater - Be like Tony! 

4 Legend Of Mana - Sequel makes good 

5 ► Vagrant Story - Down from last month 

6 ► Syphon Filter 2 - Gabe's still on assignment 

7 ► Grind Session - Sony’s first skater 

8 ► WWF Smackdown - Sony's top wrestling game-ah 

9 ► Jedi Power Battles - Beware the dark side 

10 ► Triple Play 2001 - Still in the game 
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Hrst-montfi sales are prooL 
that the RPG genre is a 
favorite amang gamers. 
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taste 


No matter how bard we try to tell 
ourselves that this Mme won't be out 
for a long time, it doesn't moke us 
wont it any less. It was bordering on 
mind-bfowirvg at E3, and it's only going 
to get more impressive horn there. Aw, 


um- - a 

This is one gome that kindo got lost at 
E3 amid all the PS2 gomes, m now 
we've gotten on eony copy in the 
office— and it’s not to be overlooked. 
Stoy tuned, Spyro fans, this could be the 
little guy's best adventure yet! 




Not even the foct that it's been 
d^ayed until September in Japan can 
extingui^ our excitement for this far- 
out snowboarding game. It means 
well have to put up with Randy’s 
incessant "whm is it?" exclametions 
for a few more weeks. 


7 

^ originol Medal of Honor is still 
one of our favorite gomes, and from 
what we've seen the sequel will 
exceed it in every cotego^. New 
weapons, smarter ertemles, atKl better 
graphics? Where do we enlist? 

' ■ .0 

The cool factor of the first Orfver still 
hasn't worn off for these wanna-be 
wheelmen. In fact, Chris can regularly 
be seen weaving in-between cors in 
the parking lot, and Steve's taken to 
yelling "go, go, gol" and runnirtg every 
time he gets done at the ATM. 
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Welcome to our most exciting section, where 
every month we break all the latest news on 
Sony's next system. This is THE premier source 
for PS2 info! < 


Publisher: Ko nami 
Deve loper: Konem i 
Available: October 


SlLEHT 


of Discs: 1 


urrently the reign- / 
ing king of U.S. / / .,■{ 
arcade games, Silent Scope r f— ^ 
has been confirmed as a 
PlayStation 2 launch title — 
and it looks to deliver a lot more 
bang for the buck, if you'll pardon 
the pun. In addition to enhanced graph- 
ics (which, in fact, are fully anti-aliased 
— no more of the jagged edges associ- 
ated with the Japanese launch games), 
you can expect a brand new outdoor 
shooting range and lots of yet-undis- 
closed hidden secrets. 

While the home version won't come 
sporting the coin-op's elaborate sniper 
rifle peripheral (complete with an inset 
LCD "scope"), it will use a unique tar- 
geting system that aims to be the next 
best thing. You'll aim by holding down 
the LI button, which lets you move a 
small transparent sight around the 
screen to target a general area near your 
target. Once you're close, you'll let up 
on the button, and a magnified scope 
will appear, which can be adjusted for 
zoom and transparency. 

Beyond the bonuses and adjusted 
control scheme, the game promises to 


fE 5/6 ^ be shot-for-shot identical to 
its arcade counterpart. As 
the plot has it, the presidential 
fantily has been kidnapped by the 
usual sinister organization and it's your 
job to be their one-man rescue team. 
The very fast-paced adventure sees 
you sniping from rooftops, helicopters, 
and even moving cars, which is sure to 
put your sharp shooting skills (and 
nerves) to the test. There are even 
stages that unfold in the darkness (com- 
plete with night-vision scope) and above 
a crowded football stadium (yikesi). 
Better yet, your path through each stage 
will vary each time you play, and there'll 
be several branching paths to select 
from during the overall mission — 
something that's sure to boost the 
game's replay value. 

It's looking mighty promising from 
what we've played, and you can expect 
a full review of the game in our 
November issue. 


This stage sees you picking out the terrorists from the tourists through the windows 
of this rustic high-rise hotel. 


This boss tries to run you down in c 
18-wheefer... and his only weak point 
his head. 


' Aiming dunng the freeway stage 
especially tough, since the car you're 
keeps swerving. 


Randy Nelson 


You'll battle the first level boss 
from inside a helicopter os you both 
zoom between the skyscrapers. Talk 
about hair-raising. 


As the president's daughter is being 
The new outdoor shooting ronge has a carried across the football field, players 
decidedly Wace-esque theme. You'll wont to will octually make on attempt to tackle 
spend some time here getting accurate. the terrorist. 


The first stage of the game sees you aid- 
ing the police from afar as terrorists run 
rampant in the streets. 
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Trailer ,C5 


Publishe r: Konam i 
Dev eloper: KCEJ Wes t 
Av ailable: Fall 2001 
Type: Action/Adventure 
# of Players: 1 Ipossibly 2 ) 

# of^ Discs: Not determined 


inally, the Metal Gear Solid 2 trailer that 
debuted at E3 is available, and on DVD, no 
less! Unfortunately, it's only being sold in 
Japan, on Konami's website. Import shops may have a 
hard time getting copies in stock, so we thought it 
would be a good idea to run a scene-by-scene walk- 


through of the trailer here for those that can't 
see the full thing in motion. We grabbed 
over 80 screens from the DVD, all of which 
are of good DVD quality. This Is pretty much 
it for our MGS2 coverage until Konami 
unveils more of the game, so enjoy! 


A After a green screen with the 
words “The following preview 
hos been approved for all audi- 
ences", the trailer begins with a 
screen full of stormy weather. 


A Out of the fog and rain we see A ...a familiar figure appear on 
a massive ship at sea, rocking deck. We don't know for sure, 
back and forth on the choppy, but it seems as if Snake either tel- 
stormy waves. Slowly the cam- ports on board, or uses o cloaked 
era zooms in, and then we see... suit like the Ninja wore in MGS. 


A As Snake slowly stonds up, 
we get a great up-close look at 
his new PS2 character model, 
which is much more detailed and 
smooth than in the last game. 


A As the camera shifts to show a 
close-up of Snake's front, a dra- 
matic wove crashes on the deck 
behind him, the music rising. 
What a dramatic, heroic moment! 


A As Snake talks to Otacon via 
his Codec, the scene shifts to 
show a helicopter swooping in 
over the ship. It drops a rope, 
ond soldiers climb down. 


A Right away, it's easy to see 
that these new enemy soldiers 
are much smarter and efficient 
than Eiefore. They easily kill the 
crew and take over the ship. 


A The music picks up the pace, 
ond the familior Metal Gear 
theme comes in. Yeah! The new 
musical score obsolutely rocks. 
Snake begins to sneak around. 


A As Snake makes his way 
across the deck of the ship, we 
see some classic MGS action. 
Sneaking post lights, bock to the 
wall — this is what it's all about. 


A Snake stops to show off a new 
ability. With his back against a 
wall, he can now turn his head to 
better took around a corner. In 
doing so, he's almost spotted. 


A Having barely avoided detec- 
tion, Snoke gives looks of shock 
and then relief on his face — 
amozing! He'll actually react to 
what you do in the game. 


A Snake waits for the guard to 
eventually walk oway, and then 
makes his move for the stairs. As 
he runs up, his feet splash water 
very realistically. 


A As Snake reaches the top of 
the stoircose, you can see the 
guard moving away down the 
catwalk, trying to see through 
the thick storm with his flashlight. 


A After climbing the stairs to the upper deck. Snake gains entrance A Just before Snake opens this a Immediotely spotting a guord a Snake shows that he can now 

to the inside of the ship. As the camera pans across its interior, you door and peoks out, you can see across the room. Snake pulls out fire from a first-person perspec- 

get a sense of the incredible detail that the environments in MGS2 o hond-print scanner on the wall his dart gun ond zooms in to tar- tive. He can't run around like this 
will have. The graphics are very sharp, ond there are some aliasing behind him — is this just decora- get a heodshot. The scope dis|^ay (this gome isn’t a first-person 

problems, but it's not nearly as noticeable os in other gomes. tion, or could if come into play? looks much like the last game. shooter), but it's great for aiming. 
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Taking on the 
Enemy Guards 


Now iHe scene shifts to show* 
cose another one of Snake's new 
skilb. the ability to hong. He con 
even move hond-over-hond from 
side to side while hongmg. 


Despite the uitro-reolistie 
graphics, the gome still hos the 
quiricy touches that hove become 
trodemorks of the series, such os 
these sleep "ZZZs ". 


POW! Nice shot! The guord 
takes o sleep dort in the heod, 
whkh octuolly goes through his 
helmet. Because it hit him in the 
head, the guord drops instantly. 


Turning the corner at the end 
of the hallway. Snoke monoges 
to cotdi o s^dier by surprise. 
Snake has him dead to rights, so 
his only choice is to surrender. 


Snake walks down o dork 
haiiwoy and shows us yet onoth* 
er new trkk, the ability to slowly 
walk with his gun drawn {he% 
olso shinirtg a fio^light). 


We see Snoke head up onoth- 
er staircase, this time from a per* 
spective that will most likely end 
up close to the playable comero 
angle, if it follows the lost game. 


The guard shines his light downwards, but Snoke is still hidden 
t of sight. This is a really coot scene, because it demonstrates that 
u Mnll now have to worry about being seen by guards on higher 
lower levels. In the last game, this wouldn't happen, ond you 
could stay hidden by standing in the middle of a staircase. 


A There's an abrupt cut to this 
scene, where Snake has already 
put his prey into a chokehold. 
Apparently the entire animahon 
for thot move wasn't yet finished. 


A Continuing on his sneoky way, A Peeking around the corner. 
Snake reoches another corridoor Snake spots another guard walk- 
and tip-toes his way down it. The ing post the end of the hallway, 
lighting has gotten belter, so This scene focuses on showing 
there's no need for a flashlight. how realistic the shadows ore. 


A The camero switches to 
Snoke’s first person "aiming" 
perspective, and we get on up* 
close look at the shivering guard, 
who appears to be terrified. 


A Snake decides to "go easy" on 
him ar>d only beat his brains in 
with a quick flurry of punches 
and kicks. Hey, it's better thon 
eotirtg hot lead! 


A The limp corpse falls flat on its 
face at Snake's feet. If a guard 
hod been close by, the sound 
may have alerted limn. As it is. 
Snake's got a mess on his hands. 


A Opening a locker door, Snoke 
rrtakes o grisley discovery. This 
poor guy must've hod his throat 
slit v^en the ship was taken 
over, ond then stashed here. 


A After tossing an ammo clip to 
distract o guard (another one of 
Snake's new tricks), he takes o 
dive off the stairs, landing in o 
roll that gets him to sofety. 


A The scene changes to the inte- 
rim' of some kind of control room, 
which seems to be heavily guard- 
ed for some reason. A large glass 
window divides the room. 


A We cut owoy to see a unit of 
guards coming down the stairs. 
These guys are rnore profession- 
al, ond systemcrticatly search the 
area trying to find Srake. 


A Another 
pmV We s 
doesn't seei 


A ...the guord towers his rifle, 
ond then BAM! The mystery man 
shoots him right between the 
eyes at poirtt-kMnk range. NVhat 
kind of cold hearted guy is this? 


A Ah, there's the answer. It's 
Revolver Ocelot, the only surviv 
ir>g member of Fox Hound from 
the lost gome. He's bock, and 
apparently has o new hand. 


A Another scene cut, ortd we 
arrive at one of the coolest parts 
of the troiler (it got BIG cheers 
from the fans at E3). A mystery 
figure approaches o lone guard... 


A fortunately. Snake eon now 
drag bodies and hide them in 
spots like this. In fact, you'll have 
to clean up after yourself like this 
or you'll alert the other guards. 


Z ' 
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A The mystery womon starts to 
move, slowly at first, dropping 
the arm that's holding her knife. 
You'd think Snoke would yell 
"Freeze!" or something, but... 





A Ihe girl, however, hos used the 
confusion to whip out a gun of 
her own, ond now the two ore at 
o standoff. Wanna bet these two 
end up on the some side? 



A Enough of this hiding stuff, it's 
time to let 'em have it! Turning 
the corner. Snake begins to fire 
away into the group of soldiers, 
who have nowhere to hide. 



A ...it probably wouldn't matter, 
'couse this girl is fast. She whips 
around in a circle, with that 
wicked motion blur thot wos 
used so much in MGS,.. 


HE 

A Back to those wacky guards 
again, who have donned infra 
red goggles in an attempt to 
finally get the drop on Solid 
Snake. They move out quickly... 
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A Switching to first-person view, 
Snake can even target the many 
pipes lining the walls, cousing 
scalding-hot steam to shoot out 
and bum the guards. 



A ...ond swings around to throw 
o dogger right at Snake. The 
motion blur and slow motion 
effects here are very cool, mok- 
ing this girl an instant badass. 



'^■'7 


A ...ond race down the hall in 
step with eoch other. Actually, 
they're so in step with each other 
that they seem to move os one, 
like a long snake or something. 



ss 


A A quick cut to another action 
scene, where we rejoin the one- 
on-one bathe with the mystery 
girl. She and Snake both trode 
fire while running for cover. 



A As the dagger flies towards 
Snake, it cuts through the air 
leaving a distorted ripple, like the 
bullet effects in The Matrix. 
People, this looks DAMN COOL 



A However, infrared goggles or 
not. Snake sees 'em coming. This 
is a really good shot of Snake's 
hair, which looks pretty reoiistic. 
His bandana flows nice, too. 
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A Snake sets up behind some 
crates and continues to fire. The 
storm is still raging, giving the 
scene a very gritty and realistic 
feel. The action here is fierce. 


« 

HH 




A Snake is still the faster of the 
two, though and after swiftly 
avoiding die dagger, lands down 
on one knee with his gun still 
securely targeted at the girl. 


H3 

A As the view shifts further back, 
we see the full situation. Snake 
has the advantage because his 
pursuers are confined to o tight 
hallway, and can't surround him. 


EH 

A Different action scenes begin 
to come in rapid-fire succession. 
Here Snake runs halfway down 
a staircase, then leaps into o 
quick roll at the bottom. 




55 

Snake gets jumped by a group 
of soldiers on □ catwalk, and 
sends 'em flying over the roils 
with c few well-placed shots. 
Bullet casings fly everywhere. 


* The camera shows o close-up 
of Snake firing off his weopon, 
and he really looks like a badass. 
His hands jump back with the 
kick of the gun when he fires. 


A Since the plan with the infra- 
red goggles didn't work, the 
troops snow up with riot shields. 
Snake fires round after round 
into them, but they hold. 



A Fed up with not being able to penetrate the guards' shields. 
Snake uses his noggin' — and his first-person aiming mode — to rec- 
tify the situation. By oiming just o little bit under the bottom of their 
shields, he takes out their l^s, and the soldiers drop. You can hit 
enemies anywhere, with varying effects. 


> Under heavy fire. Snake hits 
the deck and reloads. You con tell 
that he's been battling in this 
area for awhile, from leaking 
pipes and piles of shell casings. 


M. One guard gets the bright idea 
to shoot out the lights, since they 
hove infra-red goggles and 
Snake doesn't. These guys ore 
pretty smart this time around! 


^ We cut back to a new scene in 
the control room, where Snake is 
trapped against impossible odds. 
The window above him is shot 
out, and gloss falls everywhere. 
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*. After the window shatters, 
Snake jumps up and fires off a 
few rounds before having to 
duck for cover again. Man, that's 
a lot of guards piling in there! 


& It doesn't look good for Snake. 
His enemies are on higher 
ground, and there's nowhere to 
escape to. Metal Gear focuses on 
sneaking, but the action is hot! 


A We don't get to see the resolu- 
tion to the last firefight, but this 
next part of the trailer is even 
cooler. We see that Snake is 
trapped in a stockroom. 
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A As Snake is pinned down by two soldiers, we're treoted to an 
amazing demonstration of the game's real-life physics engine. 
Numerous things on the shelf get knocked off, shot and shottered, 
and each of the items react as they should in real life. At one point, 
a bag of powder is shot and Snake actually sneezes! 


A Here's our personal favorite 
part of this scene. In their overly 
enthusiastic attempt to kill Snake, 
the guards open fire on a harm- 
less bunch of glass bottles... 


* ...and they each shatter differ- 
ently depending on how and 
where they were hit. Even better, 
the liquid inside them oozes to 
the floor and forms puddles. 


A Snake can now fire while 
ducking, and he can quickly turn 
to shoot around a corner while 
staying in the crouched position. 
He continues to fire away. 
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A Things calm down a bit, as we 
stare ot the new Metal Gear Ray 
from a distance. Several credits 
are shown in between illustra- 
tions of some of the characters. 


A As we gear up for the grand 
finale, the music becomes very 
dromottc. We catch a glimpse of 
Metal Gear Ray's "arms", which 
are used to move underwater. 


A A chorus kicks into the clossic 
Metal Gear theme now, and it 
sounds so damn good you wont 
to cry. Snoke is running all-out 
away from explosions. 


A Back to glimpses at Metal 
Gear Ray, which, by the woy, is 
named after "Manta Ray", and 
its obility to swim. The storm out- 
side rages even harder. 


A Snake leaps over the railing 
amid explosions in one of the 
coolest uses of slow-motion 
we've ever seen. At this point, 
Konomi already has our money. 


METAL GEAR SOLID 


SONS OF LISERTY 
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A The music rises to a climax, 
and then comes to an abrupt stop 
as the title of this unbelievable 
game appears on screen. At E3, 
everyone cheered like crazy. 


A But wait, the trailer ain't over 
yet! The action kicks back into full 
swing, as we see a raging Metal 
Gear Roy acting like Godzillo, 
stomping on the deck of the ship! 


A Snake ducks around a corner, 
takes a look up ot the metal mon- 
ster and says to Otacon over his 
Codec: "Otocon, this is bad". 
What an understatement! 


A Now for a bit of comedy. 
Snoke is shown climbing down a 
ladder, behind a massive group 
of soldiers. The sheer number of 
them is very impressive. 


A Being the stealthy guy that 
Snake is, he crawls across the 
room behind them, as they stare 
intently on ot whatever it is 
they're looking at. 
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A Snake finally reaches the other 
end of the room, and ducks 
behind o crate. He's safe, that is, 
until he gets an uncontrollable 
urge to sneeze... 

A GAH! That sneeze was all it 
took to alert a roomful! of 
guards! This was a classic 
moment that got big laughs from 
the crowds who saw it. 

A Comedy bit part two: a He's still out cold, thot is, until a As our groggy friend finally 

Remember that poor guard who his portner walks up and gives gets up to his feet, he has no clue 

got knocked out with Snake's him the good ol' "kick to the what happened. Funny stuff, 

tranquilizer dart WAY back at the head" wake up call. Will this Welt, that^ it for our look at the 

beginning of the trailer? really happen in the game? trailer — more when we get it! 
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Berserker Rdge 


Once your spirit meter is 
fully charged, your charac- 
ter will be able to unleash a 
flurry of melee weapon 
attacks and carve a path 
through dozens of enemies 
for several seconds — ail 
accompanied by brilliant 
weapon trails and sparks. 


A Each warrior has his own A On the other hand, this attack 
unique power attack — this one, stays closer to the warrior, but is 
for instance, results in large far more frenzied. Someone's in a 
sweeping moves. world of hurt... a 
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D eveloper: Omefla Team 
Available! October 
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In addition to melee weapons such as staffs 
and swords, you'll be able to utilize a bow 
and arrow on the battlefield. This can be 
helpful in picking off archers from towers or 
simply hitting enemies from afar before 
they can attack you. 


Fighting game meets historicat sim 
in KoeFs action-packed iaunch Me 


hile it's set in ancient China during the 
same time period as the Romance of 
the Three Kingdoms series, and draws 
heavily on historical events, Dynasty Warriors 2 is 
anything but a meticulously detailed war simulation — 
or much like the original Dynasty Warriors, for that 
matter. Instead, it puts you directly onto the field of 
battle as one of nine legendary Chinese warriors, 
responsible for aiding in your kingdom’s victory, and 
generally kicking some serious butt. 

Taking place on battlefields nearly one square mile 
in size, the game will focus on delivering non-stop 
action with just enough strategy to keep it from 
becoming a mindless stab-fest. For instance, you may 
have to leap onto horseback and dart across the bat- 
tlefield to defend a commander in trouble. Not only 
that, but enemy soldiers will actually respond to your 
prowess (or lack thereof) on the battlefield, causing 
lesser enemies to flee at your sight, or enemy com- 
manders to order in their best heroes to end your life. 

Thankfully, you’ll have more than just your basic 
staff, sword, or other melee weapon at your disposal. 

Each warrior has a frenzied power attack 
that can be initiated once your spirit meter 
is fully charged that deftly slashes through 
enemies for several seconds. There's 
also a bow and arrows, fired from first- 
person view, for hitting archers in tow- 
ers and executing other ranged 

This 

/ character 
is faster, but 
not os strong 
as most of 
the other 
warriors. 


This is one of nine legendary Chinese 
warriors you con play as. 


attacks. And since 
you can mount and '> 
ride unoccupied hors- 
es when you find them, 
horseback combat also 
comes into the picture. 


\ 

Each battle, of which you V; 




must win five, has its own spe- 
cific objective (whether it be to 
capture an enemy commander, 
or so on) and up to 1 ,000 soldiers 
may represent each side. Out of 
those, as many as 40 highly 
detailed characters will be 
on-screen at one time with 
zero slowdown, making for what is easily one of the 
most technically impressive action games ever. Add in 
flying sparks, weapon trails, and detailed surroundings 
and you've also got a candidate for best-looking action 
game, period. 

Sound right up your alley? Well, you won't have to 
wait long to find out — Koei is planning on having 
Dynasty Warriors 2 ready for PlayStation2's release on 
October 26, so expect a full review soon. 


around 


— Randy Nelson 


4 Firing it with this many ei 
really suggested, but you c 
rote you <an get. 


Despite being 
incredibly hefty, 
even this formi- 
dable warrior 
can mount a 
horse and gain 
a height and 
speed advan- 
toge against 
his enemies. 


No matter which of the three kingdoms 
you’re fighting for, you'll hove to win five 
battles across China to come out victorious. 


Attacks from 
your melee 
weapon will be 
accompanied by 
weapon trails 
and brilliant 
spark showers. 


The scenery will vary greatly 
from mission to mission. This one, 
for instance, takes place onboard 
a series of ships connected by 


CHARACTER 
SELECT 


gsc 4 sr. 

ine legendary Before each battle, a topo- 
3S, each with graphical map of the battlefield is 
unique attack, defense, and displayed and shows the location 
heolth attributes. Make your of your army's units in relation to 
choice wisely. the enemy's. 





Jh Y^Ae. ^4rke.&t 

^ prints, ^Urnat, 






Visit www.esrb.org 
orcalll-flOfl-771-3772 
for more info. 
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step iPto the Octagon as one of over 
20 top UFC ngl-te.s 

their skills, moves and attituaes. 


PUNCH, KICK, 

GRAPPLE and WRESTLE 

your competition into 
submission as an 

authentic UFC fighter 
in ultra-realistic, 
full-contact bouts. 

Are you ready for the 
Ultimate Fighting Championship’"? 

STEP INTO THE OCTAGON" 

AND FIND OUT 





Also available for Sega Dreamcast 
and Nintendo Game Boy Color. 




Best 

Fighting Game 
ofE3 




W JOOO Crave Enleilnminenl, liii: All riglils reserved. Ullimatc Fighimg Championstiip iind Ihe Ultiinalc riglUrinj Clompioiiship Lrtqo are eilher lraaenmrk.s or regislered Itatleraarksol Scittapfiore Enterlainniiint Group in Ihe U.Sand other countries. Used under license Irom 
SEG Sports. Crave Enlenmnninni. the Crave Enteriammenl Logo and fight Like ii Man ate eillier trademarks or registered trademarks of Crave Enlcnammeni, Inc. in the tl.S. and other countries. Sega Dreamcast. Ihe OteamcasI Swirl, ate Iradtimarks o1 SEGA. Sega. 
Dreaincasl and Ihe Dreamuisl logo are cither registered Irartemarks nr trademarks ol Sega Enterprises. Lf U. PlaySlalinn and the PlttySlalion Logos ate regtsleicd ttademades ol Sony Computer Entertainment Inc. Nintendo. Game Boy and Game Bey Color ate trademarks 
ol Nintendo ol America inc.O I9B9. 1998 Niniendo ol America Inc. The raiingsicun isa tiadcniaik ot Ihe Interactive nujitiiiSuliwaieAssociaiion.Ali oilier iiadcniarks and copyngiiisare the property ot their tespeciive holders. 

Sega Dreamcast'" screen shots shown. 
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^ The Road 
Less Trauelled. 


Driving through water, parks, and sidewalks 
are all an integral part of finding the best 
route to victory. 


A Don't be afraid of good oid Mr. H20. He 
could turn out to be your friend! 


A Although parks coufd be a nice shortcut, 
plowing through trees certainly won't save you 
any time. 


A if you plan to use the sidewalks, or go 
through buildings, be sure not to hit anybody... 
well, maybe one or two just for fun! 


Most of the cars feature some cool 
graphic designs and decals. 


VeilSide 

liin 


fl Ho-Holds-Bdrred Racer 


s one of the first racers to hit the 
Playstation 2 this fall. Midnight Racer 
hopes to blow past its stiff competition; 
Ridge Racer \/and GT 2000. Although surpassing these 
hit franchises will be quite a task, Midnight Club includes 
a few elements that set it apart from the rest. 

Midnight Club allows players to roam anywhere at 
anytime. That means whether you are driving through 
London, New York, or Tokyo, you must rely on your own 
judgement to discover the most efficient path to the 
goal. This open-ended system may require you to go 
through parks, buildings, or even water! However, MC 
isn't a chaotic destruction-fest like the Twisted Metal 


series. If you get that masochistic itch to torture pedes- 
trians and disregard many other taws , you'll have to 
worry about Five-0 putting a halt on your victory quest. 

Graphically, the game continues to improve from pre- 
vious versions; now smoke spins off skidding tires; ram 
turns the street into a shiny mirror, which reflects cars, 
buildings, and lights. Finally, the car models and the envi- 
ronments continue to look promising. 

Lets hope that these improvements will continue up 
until the release date this fall. If so. Midnight Club could 
steal some of the glory from the big boys. 


Chet Barber 


Publisher: Roekstar Games 
Developer: Angel Studios 
Available: Fall 


A The forever evil side-swipe! Run 
him into o building, or suffer the 
con$ec|uences of o night in jail with 
'Big Daddy'! 


4 If you're being pursued by 
cop, just hit his car from behind 
kncKk him out of the way. 
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Sometimes, a 
general has to take 
matters into his 
own hands. When 
he does, the out- 
<ome isn't pretty. 


War is hell, but this game is looking heauenig 


' § g § e recently got a chance to go hands-on with the 
U.S. version of the historical war sim Kesser), 
which will hit these shores at the PlayStation2 launch by 
way of Electronic Arts. There's been no doubting that the 
it's the gameplay 


game is a bona fide audio-visual epic 
that's just now coming into focus, and it too is looking to I ’ : 

up the ante for console strategy. \. , 

Among the stand-outs from our advance look at the \ 

game are the special attacks that can be executed by your * You can 

forces — everything from rifle barrages to horse charges to brutal can- 
nonades. it's even possible to send a general in to execute a vicious actions fror 
one-man raid. In fitting with the rest of the game, they're hignly cine- 
matic and suitably bone-jarring. It's also possible to persuade enemy ground level, 
generals to defect to your side, and there are absolutely loads of 
audio cues from your various generals alerting you to their 
status and course of action, which makes for a very 
thus 

Both grandiose and historically accurate, Kessen 
might just be the stuff strategy buff's dreams are 
made of. We'll have a review soon, so sit tight. 


• As your general leads his 
troops into bottle, their 
actions are presented with 
very cinematic flair. 


Troop movement 
ier issuing is hai 
m a rotating 3D \ 
ip which repre 


Randy Nelson 


Electr< 


while you'll come across roads from Unfortunately, rival gangs aren’t going 
time to time, the best route is most often to be the only people on your tail. Border 
off-road. That's why it helps to be driving patrols appear frequently and will do 
a buggy and not a Volvo. everything to try to stop you. 
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midway’s wild boxing game is back 


ather than present licensed pugilists from the \ 
world of professional boxing, the original Ready 
2 Rumble took a more comical cartoon-style 
approach to the sport. Its sequel, destined to arrive just a 
matter of days after PlayStationZ's launch at the end of 
October, looks to patch some of the holes that kept the orig- 
inal from becoming a true king of the ring. 

From a gamepfay standpoint, Ready 2 Rumble Round 2 
promises to address the first game's Al issues by featuring 
smarter opponents that boast more variety in their in-ring strategies. Also slated for inclu- 
sion is realistic grappling, a completely re-designed training mode, and new m.oves for each 
of the 18 boxers (seven new and 1 1 returning), if you thought the first game’s hidden char- 
acter roster bordered on bizarre, you'll certainly get a kick out of two of the planned addi- 
tions for its sequel: Basketball great Shaquiile O'Neal and king of pop Michael Jackson. No, 
that's not a joke. 

in addition to overall gameplay tuning, the game will also feature a revamped, 
calendar-based season mode with a complete storyline for each boxer and ^ 
unlockabie bonuses for winning matches, such as new training equipment 
and additional moves. 

Graphically, the game will offer a slew of new touches made possible by 
the polygon-pushing muscle and special effects of the PS2. Apart from the 
boxers themselves being more detailed and better animated, you can look 
forward to a number of other characters appearing in and around the ring 
during fights, such as ring girls, corner men, and photographers - ail in an 
attempt to boost the realism factor that much more. A number of new spe- 
cial effects will be used to heighten the experience, including motion-blur, 
flowing ring attire, improved lighting, and a swimming screen effect when 
getting up from a knockdown. 

So far. Ready 2 Rumble Round 2 \s looking quite impressive, and should 
offer a good alternative to the more simulation-intensive boxing games com- 
ing to PS2. Look for a full review of the game in an upcoming issue. 


Michael BuHer is once again 
lending his (rodemark "let's 
get ready to rrrumble!" call to 
the game, along with full ring 
announcer voice-over. 


You can expect the fighters' 
reactions to hits to be even 
more outrageous than in the 
original game. 


new Effects 


This wouldn't be a first-round PS2 
game unless it had some impressive 
special effects to flaunt. Motion blur 
and dizziness effects not only look 
great, but really add to the realism of 
the experience. 


There'll be 18 initially selectable boxers, but, 
as usual, several bonus characters others will 
be unlockabie. 


A Motion-blurring is now used to add 
more realistic impact to Hie fast-paced 
boxing action. 


There'll be severol new cam- 
era modes to select from, 
including this default angle that 
zooms to a close-up when the 
fighters get near each other. 


Randy Nelson 


Viewing the oction from over 
boxer's shoulder should aid in te 
exactly where your punches 
going to land. 


A Get knocked silty and the screen v 
be swimming as you try to gel back 
your feel. 


You'll be able to unleosh new Rumble flurries 
nee your Rumble meter is filled. 


Fdmi liar Faces 


Ready 2 Rumble Round 2 wil feature 1 1 
returning favorites from the original 
game. Of course, they’re being touched 
up to take advantage of PS2's capabili- 
ties, so you can expect much better ani- 
mation, facial detail, and ever, realistically 
flowing clothing. 


ing A The lovely Selene Strike sports a 
ion tight new costume with realistically 
be flowing fabric, os well os other, um... 
"optimized accessories". 


A Afro Thunder's bock, and 
more trash than ever. His 'fro 
and funky moves promise 
smooth as silk. 


First-person mode is back, enhanced by the 
inclusion of cool-looking motion blur effects. 
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Here's a look at one of the other characters in the game. 
She pilots a six-wheeled mini-tank with several guns and 
plenty of missile launchers. You don't want to mess with her. 


Publisher: tnfoqrames 
Oeveloper: Beyortct Garni 
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Car Combat 


Hn updated look at the future of car combat 


-g- here Still hasn't been any word of a a good memory will remember that we men- 
PiayStation2 version of either tioned this game a few issues baclr. And 

Twisted Metal or Vigilante 8, which is kind of while there still isn't any new info available, 

disappointing. However, that doesn't mean we can show you a handful of new concept 

the console won’t have a car combat title screenshots. This isn't quite vrhat the end 

within the near future. As this preview is product will look like, but it should be pretty 

being written, Beyond Games is nearing close. Enjoy the ride, 

completion of its futuristic title. Motor 
Mayhem. Those of you with sharp eyes and — Stephen Frost 


advice is not 

a rock golem 
when it's dri- 
ving around 

steom roller. 
It would prob- 
ably be the 
last thing you 


The lighter vehicles, like this 
motorcycle, con jump higher and 
reach areas that the other, larger, 
vehicles have e more difficult time 
getting to. The dravtrback is that 
the lighter vehicles can't hold that 
much armor. 


r 



Hnother look at the prettiest llflSCflR title yet 


g gg ell. we pretty much gave you all the facts about this game in the July 
issue of PSM, so we’ll just let these new screenshots speak for them- 
selves. Well, for those two of you who were in a coma or something, we’ll give 
you the sum up. This latest version of NASCAR will feature 33 of the top active 
drivers (you can never have too many), 18 official tracks (including Daytona), 
and a completely rebuilt game engine developed specifically for the 
PiayStation2. Got it? Good. Now, take a gander at these screens before we sic 
Dale Earnhardt on you. 

Publishe r: Electronic Arts 

— Stephen Frost 


Publishe r: Eleett 
Developer: EA Spc 
vailable: Fall 


of Dis cs: 1 


The Intelligence of the 
computer controlled cors is 
top-notch. If you screw 
them over, they'll come / 
bock at you later on. P 
Give them their spoce or n 
you'll end up in on acci- V 
dent like this one. t 


Check out this close 
up of one of the cars. 
You con clearly see 
the driver ond the 
metal restraint sys- 
tem. The driver will 
even move his head 
and arms, depending 
on what's going on. 
That's realistic. | 




Sure, mom told you not to ride your bike in 
the house, but she's never seen Dave Mirra 
Freestyle BMX from Acclaim Max Sports. With 
12 vert, dirt and street courses to tear up, 
you'll be ripping like the pros in no time. Use 
the Trick Modifier to create more than 1,300 
insane tricks and combos. And with 10 sick 
multi-player games including Longest Grind 
and Gnarliest Crash, the couch will mold to 
your butt long before you put down the 
controller. 


Featured pros: 

Dave Mirra, Ryan Nyquist, 
Leigh Ramsdell, Mike Laird, 
Troy McMurray, Kenan Harkin, 
Joey Garcia, Shaun Butler, 
Chad Kagy and Tim Mirra. 


Killer soundtrack: Sublime, Cypress Hill, Rancid, 

Social Distortion, Deftones, Pennywise, Drop Kick Murphys, 
59 Times the Pain and more. 




Miracle Boyl 
and K 
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Mild Language ll 
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Dave Mirra Freeslyle BMX™ and Acclaim® & © 2000 Acclaim Entertainment, Inc. Aii rights reserved. Developed by 2-Axis. Slim Jim is a registered trademark ot GFI Holdings, Inc. © 2000. PlayStation and the 
PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Game Boy and Game Boy Color are trademarks of Nintendo of America, Inc. O 1989, 1998 Nintendo of America, Inc. Licensed by 
Nintendo. Sega, Dreamcast and the Oreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. © SEGA ENTERPRISES. LTD. All rights reserved. The ratings icon is a registered 
trademark of the Interactive Digital Softv^are Association. Screen shots taken from the PlayStation® game console. 
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A The lighting effects 
you'll see in the tunnel 
ore eerie, yet gorgeous. 


<• Check out that 
lava — Smokin'! 
Store too long 
and you will 
get burned. 


On cliffs and 
mountains, watch 
out for enemies 
above. They will 
pound you! 


A Customizing your legs may seem less 
exciting than your guns, but without a sta- 
ble base, your mech will be ffirashed. 


A Another boring, yet necessary, compo- 
nent is the radiator. Overheating could 
mean death. 


The Introduction of mech Games on PS2 


__ tthough mech games have never 

g-g received a popular following in the 

U.S-, From Software may gain a few 
fans when it releases its mech game this fall. If the 
already crisp graphics don't attract gamers. Armored 
Core 2's fast-paced gameplay will 

The control scheme and look of the game is sim- 
ilar to Virtual On. On the playing field, it is important 
to remember to blast and slice away at enemies 
while simultaneously avoiding enemy fire. This 
leaves little time for breaks; you must constantly be 
on your toes. To destroy other mechanized enemies, 
From software has included many different 
weapons, such as machine guns, rockets, and 
swords. In addition to customizing various weapons, 
you can also customize all parts of your mech, includ- 
ing your head, torso, arms, and legs. However, cus- 
tomizing your mech isn't free. 

Players must chose and complete missions as a 
sort of mercenary to earn money. The more missions 
you complete, and enemies you destroy, the more 
money you will earn. However, this game isn't simply 
destruction and chaos. If you waste tons of ammo, 
and take too much damage, you'll end up spending 
your profits on supplies and repairs. It seems that 
this added strategy to the game will keep it varied 
and interesting. 


Although our version is still incomplete, From 
Software wif! also include an Arena mode. Arena 
mode could be a one-on-one fighter which closely 
resembles Virtual On; or, it could be an enclosed area 
full of other sorts of enemies which draws ideas from 
games tike Smash TV. Despite the outcome of the 
final version, judging from the way the game plays 
now, ana the variety of elements included. Armored 
Core 2 looks promising, 

— Chet Barber 


A The beautiful color palette and sharp graphics - 
make for beautiful scenery. r 


Dodging 
tnemgfire 

Quickly finding an enemy's 
attack method and capabilities 
is key to dodging enemy fire. 

Once you master the controls * mis i$ not the outcome you want, 
and begin to understand attack JwsttryingtoWastyourwaythrough 
^ ,„ , , , a mission will result in failure. 

patterns, you II be unstoppable. 


• If an enemy lacks missile capabil- 
ity, flying high will take your mech 
out of enemy range. 


▼ We don't suggest putting 
yourself in such precarious posi- 
tions. Doing so won't only mark 
the end of your mech, but cost 
you tons of money! 


Equipping Uarious Parts 

Every major body part from head to toe can be altered or upgraded on your mech. 
As you can see, each body part has certain advantages and disadvantages. So, 
depending on how you like to play, and on the type of mission you encounter, a 
defensive mech may be more advantageous than an offensive one. or vice versa. 


Cdre s 





Varied modes of play: 
stealth, sniper and more 


Dozens of weapons 
(whips-need we say more?} 
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ESRB 

Animated Violence 1 
Animated Blood 1 
Suggestive Themes 1 
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A dark and dangerous future. An elusive 
hero. Now, one of the world’s most 
legendary hemes, StriderHiryu, returns 
on die PlayStation® game console. Armed 
with hisi ight svmrd, Shider blazes thmugh 
the daikness to battle die evil 
dictator, Grandmaster. 
Featuring 2 discs of gritty action adventure, 
this highly anticipated sequel also includes an 
incredible bonus... the complete, 
original Strider adventure. 


CAPCOM 


t ’c-A'vCO.'V® 


PiaySuilon 


www.capcom.com 


® CAPCOM CO.. LTD. 2000 S' CAPCOM U.S.A.. INC. 2000 ALL RIGHTS RESERVED. CAPCOM and Che CAPCOM LOGO are registered trademarks 
of CAPCOM CO.. LTD. Strider 2 and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. PlayStation and the RayStation logos are registered 
trademarks of ^ny Computer Entertainment Inc. The ratings Icon Is a trademark of the Interactive Digital Software Associatian. 
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Yes, the PlayStation is incredible — but that 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on all the latest titles, so 
you know when to huy and when to cry. 

rhe mosr hanesr, dependable, unbiased 
playsrarion ravieLus an The planer— period 



Ms. Pac-Man Maze Madness. 

Ball Breakers . 
RampageThroughTi me ' . . ! 

NCAA GameBreaker 2 55v 

NCAA Football 2001 ‘ pg. ! 

Valkyrie Profile. 

X-Men Mutant ^CTae myT^^^^gJ 
Mortal Kom&at ^p^^ 

NFL GameD^ 20M7 

'Mm 
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A PlayStation classic that no fan should he without 
A can't-miss game, no matter who you are! 


A really well-done game. H you're a fan of the genre, 
you should definitely check this one out 


A pretty good game, ft has its share of rough spots, 
but it has some redeeming qualities, as well. 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't botirer. 


:o 


Don’t even make eye-contact with this one — 
ft's not worth one second of yourtime. 


SREAKINCj it fILL DOlUNt FSIYI STYLE 


P S M BREAK 


O « WF* 


C O N T a L 


GAME ^ 

SUMMARY 

The characters really ldqk great! 

The music is just stahoarq stuff, but the 

ENVIRQHMEHTAL SDUNOS REALLY ADO A LOT 

▼ It takes hours to figure out the CONTROLS-THiS 

GAME IS TOO HARD TO KT INTO 

T What ooes the bear have to do with anything? 


J 


These are the categories that we think ore most 
important when rating a game. Each is rated on 
0 scale from 1 to S. 


With our Replay Chart, you eon see the potential lifespan of o game at 
a glance! Some games are great fun at first, but qukkiy wear thin. 
Others ore tough to get into, but reolly take off if you stick with ‘em. A 
5 means that you will be playing it non-stop, while a I means its prac- 
tically in the closet. 


T+he FSm Rating Scale 

III'] e here at PSM want you to know that we take 
J our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this; if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can’t go wrong 
with it, so go out there and pick it upl 

UJaat tae ratings mean: 



Is 


■y 'i hese are our ratings for 
• J some of the games released 
over the past several months. 
Check 'em out for any titles you 
may have missed! 

Atundra 2 0001/2 
Armored Core: Arena 0001^ 
Armorines: S.W.A.R.M. 01/2 
Army Men: Sarge's Heroes O 
Colony Wars: Red Sun 00001/2 
Countdown Vampires O 
Covert Ops: Dawn 0001/2 
Chrono Cross 00001/2 
Crusaders Of Might And Magic O 
Deception III: Delusion 0001/2 
Die Hard Trilogy 2 0001^ 

Eagle One: Harrier Attack 0001/2 
ECW Hardcore Revolution OO 
Family Game Pack 001/2 
Front Mission 3 0001/2 


Galerians 0000 
Gauntlet Legends 0001/2 
Gekido 0001/2 
Grind Session 0001/2 
Grudge Warriors 00 
Hot Shots 2 0001/2 
Hydro Thunder 0001^ 
Koudelka 0000 
Kurt Warner Arena Football 01/2 
Legend Of Dragoon 00001/2 
Legend Of Mana OOO 
MediEvil II 000 
Micro Maniacs OOOO 
MLB 2001 0000 
Mobil 1 Championship 0000 
Mr. Driller 0001/2 
NASCAR Rumble 0000 
NBA Shootout 2000 0001/2 
NFS: Porsche Unleashed 000 
NHL 2000 0000 
NHL Rock The Rink 0001/2 
Nightmare Creatures II 001/2 
Railroad Tycoon II 000 
Rayman 2 OOOO 
Rhapsody 0000 


Reel Fishing II 01/2 
Road Rash 2: Jailbreak 001/2 
Rollcage Stage II 00001/2 
RPG Maker OOOO 
Runabout 2 OO 
Silent Bomber OOOO 
Sosa's High Heat Baseball 00 
Spec Ops; Stealth Patrol OOOO 
Speed Punks 0001/2 
Star Wars: Jedi Power Battles OO 
Street Fighter EX2 Plus 000 
Street SkBer 2 OOOO 
Strider 18(2 000 
Superbike 2000 001/2 
Surf Riders 00 
Syphon Filter 2 OOOO 
Test Drive Le Mans 001/2 
Threads Of Fate 0001/2 
Vagrant Story OOOO 
Vanark 00 

Vanguard Bandits 000 
Who/Miilionaire? 01/2 
Wild Arms 2: Ignition 000 
Worms Armageddon 00001/2 
WWF Smackdown OOOO 
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Ball Breakers 



YES, IT DDES HURT 


oesn’t Ball Breakers sound like a great name for a dating game? Imagine 
playing a lonely high school boy trying his luck with fellow female class- 
mates? However, because of his bad luck, he doesn't encounter his dream-girl, but 
a series of Ball Breakers. 

Unfortunately, the real "Ball Breakers" is not half as interesting. You can choose 
from 6 characters with varying strengths and weaknesses. Each character moves 
around on top of a ball instead of legs. Keeping your ball is essential to survival; 
once you lose your ball, you die — interesting concepti Besides holding onto your 
ball, you must complete a series of simple mini-games within a time limit. These 
games include Last Man Rolling (a fighter), Run the Gauntlet (a maze game). King 
of the Hill, Golf, etc. The seven different games add some variety, and are spread 
out through 10 levels, TTiis roughly equals 80 stages. However, playing these 


games quickly becomes repetitive, and the increasing difficulty creates tedious, 
rather than challenging, gameplay. 

On the other hand, this game does have its positive aspects. The basic concept 
of rolling around on a ball is different. The dark atmosphere feels appropriate, and 
the techno-like music suits futuristic images. Perhaps if Lost Toys added more 
obstacles in each stage, created more intricate mazes, and included more items and 
gadgets for your character, the gameplay would be more interesting and intense. 

This wishful thinking seems to matter little in the face of a 10 dollar price tag. 
The cost seems indicative of a game that is simplistic and rushed. Although 1 0 dol- 
lars does make this game slightly more attractive, we still can't recommend a title 
that will only hold your attention for a hour. Save your 10 bucks and put it towards 
purchasing a Greatest Hits game for 20 dollars. 



m 



Ms. Pac-Man Maze Madness 

CANNAMCDI-UPTHEPAC-MAN? 

S t a quick glance, Ms. Pac-Man Maze Madness may seem to look and play 
a lot like the previously released Pac-Man World, but the two games are 
actually quite different. World was more of an action/platform title, while Maze 
Madness sticks closer to its basic arcade roots. In that regard, this game caters even 
more to the mainstream market. 

Ms. Pac-Man's latest adventure is presented in full 3D, but the basic goals, which 
were established in the original title, are still the same. You've still got to devour all 
the power pellets on the playing field, and take down all the ghosts that happen 
upon your path. Now, however, you'll also have to solve little puzzles that were 
designed to slow your progress. For the most part, these puzzles involve pushing 



around different types of blocks and collecting colored keys, so don't expect any- 
thing too complex. They can get a bit challenging at times, but for the most part, are 
pretty straightforward. 

While there's a lot of variety in the backgrounds and level designs, Ms. Pac-Man 
still can't quite compete with the man when it comes to sheer gameplay variety. 



4 Lightning crackles as Ms. 
Pac'Man mokes her way 
through the Haunted House 
stage. Scary, huh, gong? 


After playing for about an hour, you've pretty much seen what the game has to offer. 
Sure, puzzles and mazes are laid out differently, but the overall experience remains 
exactly the same. You'll often be saying, "Didn't I 
do this before?" And that's the main prob- 
lem here. There's just too many mazes 
and too little uniqueness. We would 
have preferred a game in the style of 
World, but taken to that next level. 

Maze Madness seems 
more like a step back- > 

wards in the evolution of 
the series. 

Casual gamers will definitely still get a 
kick out of the nostalgic gameplay, but ther( 
isn't much here to draw in the diehards. 

Even fans of World will probably want to 
steer clear, unless they're in desperate 
need of that Pac fix. 


Casually fun, but not much that's new 
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NCAA GameBreaker 2001 



TAPE YDUR FINGERS, PLUG YDUR EARS... 

B ollege football season is here and that means it's time to review college 
football games. NCAA GameBreaker 2001 is 989 Sports’ latest, and while 
it's looking pretty darn good, there are a few things that may cause a few problems 
for fans of the genre. 

On the plus side, the players are wonderfully animated and motion captured, 
even more so than in GameDay 2001. They just seem more lifelike here. 989 has 
included team specific playbooks, which really add to the authenticity of the play and 
a tougher Al that was designed by NCAA Coaches and All-American players. And 
don't forget Total Control Passing, which makes the game even more realistic by 
allowing some leeway in your pass patterns. 

The two main problems that plague NCAA GameBreaker 2001 are centered in 
the sound and control areas. First off, there are the one touch pitch buttons (L1/R1 ), 
which make it really easy to get the ball to your running back. Unfortunately, they're 


located right under your index fingers, so if you happen to twitch while pushing 
another button or are a bit clumsy, you're going to be tossing the ball to an empty 
spot on the field when you least want to. Fumble-aya! 

And then there's the sound, which follows a very predictable pattern; drum 
roll, crowd noise, Keith Jackson cliche, drum roll, crowd noise, Keith Jackson 
cliche, and so on, and on... After a while, we found ourselves turning off the 
sound, just so we wouldn't hear "You can't coach foot speed" for the thousandth 
time. A little randomization could've prevented this (drum roll after first down, 
cliche after second down, etc.); we don't know how 989 missed it. 

If you love college football, then you're probably gonna love NCAA 
GameBreaker 2001. It is fun to play and sure is easy on the eyes. Just remember 
to plug your ears and tape your fingers. 



Lodking gddd, sounding sd-sd, and don't touch those buttons 


Rampage Through Time 

ENOUGH ALREADY, WE GET THE POINT! 

idway’s latest incarnation of the arcade classic Rampage is, if anything, 
even less impressive than Rampage World Tour and Rampage 2: Universal 
Tour. We’ve now seen the formula rehashed so many times that it's bordering on 
the ridiculous. For anyone unfamiliar with the basic concept of the Rampage series, 
players take control of one of a variety of monsters and go from town to town (or 
time to time in this case) smashing buildings, fighting armies (as well as each other) 
and eating innocent civilians. Strangely enough, this time the game always has three 
players because the computer will control any extras. 

The latest incarnation of this 2D classic looks and feels, for all essential 
purposes, exactly like the other ones. Each monster can punch, kick and even 
has a special attack that can be gained by eating a particular type of power up. The 
giant rat likes cheese, the Ape likes bananas and so on. Buildings are destroyed 




m ra 


< In the future, man will con- 
quer distant peoples and colo- 
nize far off planets, but will still 
be helpless before the rage of 
giant rodents. 


by first climbing up their sides and attacking them, then jumping off before the 
building collapses. 

As far as innovation goes, there's a new monster, some truly pathetic mini- 
games and the title's main appeal, the chance to bash people from different times. 
Of course, Midway has, at best, a rough idea of what historical times were like and 
players are treated to such interesting times as "Pirate" and "Dickens", along with 
the compulsory Persian and Ancient Egyptian worlds. Even the vision of the future, 
as presented by Rampage Through Time, is a boring affair full of predictably science- 
fictiony bubble buildings and ray guns. 

Each of the mini-games corresponds to one of the twenty time periods and each 
one is pointless and unoriginal, feeling like last minute add-ons intended to, and fail- 
ing quite spectacularly to, distinguish the game from its predecessors. Sometimes 
the monsters must throw humans at each other in a top down view of the city, 
sometimes they must shoot little targets in a mocked up pistol range, never are they 
allowed to participate in any activity that resembles fun. 


A HORRIFIC ATTEMPT AT CASHING IN DN AN AGING LICENSE 
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NCAA FoDtball 2DDI 



A It just wouldn't be college football without running over a ref or o band member. 

NEWER? YES. BEHER? WELL. 



< Every once in a while, lines 
that ore supposed to be 
straight won't be. Pay no 
ottention to those cardboard 
cutouts on the sideline. 


Homm y 

V 

* 

t£eK0.4 1 

TACXLfS SACKS ItfrS 1 
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again. In fact, after each kickoff, the same player pulls the same compatriot up from 
the same sitting position... every time! 

The main gripe with the gameplay is the camera angle the game takes during 
passing plays. The camera never pulls back quite far enough, so it's hard to tell 
if your receiver is in the open or not. Every once in a while, and we're not sure 
if this is a bug or not, the QB would just throw the ball out of bounds, no 
matter which receiver you'd selected. Minor? Yes, but damned irritating when it's 
3rd and long. 

After balancing the pluses with the minuses, we came to the conclusion 
that A/CA4 Football 2001 is worthy of a piace in your sports game library, but only 
if you've got a high tolerance for annoying things. It offers a healthy challenge, 
provides plenty of thrills, but does tend to grate on your nerves every once in a while. 


B ootball season is here once again and all of the game developers are ship- 
ping out the latest versions of their gridiron games, which means that EA 
Sports has released NCAA Football 2001. Of course, now the question is: did they 
make a better game? The answer is a definite yes... and no. 

On the plus side, EA Sports does offer some very nice new touches. To begin 
with, there's Advanced Player Control. This neat innovation allows you to play any 
position on the offensive team. Yes, that means you can be the left guard if you 
want, but that position doesn't offer much excitement. Now you can streak down 
the field, call for the pass and make that diving catch. APC does bring a new angle 
to videogame football. 

But that's not all... EA has also added a new Situation Mode, which allows you 
to create any college football situation — from trying to score in the last seconds of 
a game to battling back from a first quarter blowout. They’ve also added enhance- 
ments to the Create A School option. Now you can create your own team uniforms 
and use Greek lettering and fraternity logos on the jerseys (we've been playing as 
the Miskatonic Shuggoths. Don’t ask... ). 

Add to this a new Custom League Mode, the inclusion of the top 25 college 
teams as voted by EA customers, an improved running game, better defensive Al, 
and the new Bowl Championship Series ranking system, which guarantees that, if 
your team is good enough, you'll end up playing in the Orange Bowl National 

Championship, as well as 
the Nokia Sugar Bowl 
and the Tostitos Fiesta 
Bowl. What more could 
you want? 

Ok, there are some 
things that fall into the 
minus column. First of 
all, while EA did modify 
the players' bodies so 
that they don’t all look 
alike, there are a few 
problems that crop up. 
When the players aren't 
moving, they all tend to 
stand on the field like 
Gort, the robot from Day 
The Earth Stood Still. 
Several times, a player 
would just run right 
through another like he wasn't there. What happened to the collision detection? EA 
also claims to have added a ton of new animations, but after playing the game seven 
or eight times, we have to admit we saw the same four animations over and over 




4 With Advanced Player Control, you can 
ploy as the wide receiver, run whatever 
pattern you want, and then call for the 
QB to throw you the boll... 


^ ...of course, if you suck as a wide 
receiver, the results are inevitable. 



Better than last year's? Well, that depends... 
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A UNIQUE ADVENTURE THAl'S WELL WDRTH TAKING 


A As if the <ombat wasn't exhilarating 
enough, you can execute massive 
Purify moves in order to knock pre- 
cious items out of your enemies. 


< The exploration segments play out 
like a classic side-scrolling platformer, 
with plenty of precision jumping and 
even a cool weapon/climbing mechanic 
bosed on shooting ice crystals. 


Valkyrie Profile 


> You control Lenneth Valkyrie, a Norse god- 
dess of war, charged with recruiting human 
souls to do battle in Asgard for Odin. 


■* The combo-based combat 
system is one of the high points 
of Vofkyrie Prafife, delivering a 
fighting game like rush and 
plenty of strategy. 


ENIX DELIVERS AN RPG THAT'S ANYTHING BUT CLICHE 


ixing side-scrolling platform action, combo-based fight- 
UJlr ing, and god sim-like character development, 

Valkyrie Profile is quite easily the most atypical and creative 
RPG ever released on PlayStation, Of course, all of 
the creativity in the world doesn't make for a great 
game, but thankfully all of the pieces come together 
just right to make this adventure one for the ages. 

The main gist of the game lies in recruiting and 
training human souls so that they may be sent to 
Asgard, home of the Norse gods, to fight in the ultimate 
battle between good and evil. Since you have different 
souls to train throughout the adventure, you get to see 
the story surrounding their lives, which makes for a 
very refreshing change from traditionally linear RPG 
plot lines. It also means that there's a lot more strat- 
egy involved in managing the stats and inventories of 
your party members. 

The game's method of exploration is also quite 
refreshing. Instead of tedious overhead dungeon 
crawling, you control the valkyrie in side-scrolling stages akin to those in Castlevania: 
Symphony of the Night There's plenty of platform-style gameplay to be had, and it’s 
actually better playing than most dedicated action-platformers. More Street Fighter 
than Final Fantasy, the combat system is a real standout, and focuses on mastering 
attack combos. Since you can send your party members to attack in any order you 
wish, and without any delay in between, the experience can generate quite a rush, 
and a lot of satisfaction when you know you've landed your combo just right. 

The game also earns high marks when it comes to graphics and sound. The 
towns, exploration stages, and characters boast gorgeous details, both pre-ren- 
dered and hand-drawn, while the musical score is suitably stirring and matches the 
game's epic vistas perfectly. 

It's not without some hiccups, such as the fact that your weapons (which are 
made, rather than purchased} can break easily and your exploration can sometimes 
be stifled by the time limit placed on the game's chapters, but Valkyrie Profile proves 

to be a superb experience 
overall. Even if you’ve only 
played the more "main- 
stream" RPGs the 
PlayStation has to offer, the 
game is good enough to 
warrant a look - chances 
are you'll be glad you did. 


T The gome's scenery, especialtv in 
towns, is often stunning, even Inough 
it's purely 2D. There's absolutely 
loads of parallax scrolling. 


4 With so many towns to visit, 
you'll be tempted to explore. 
Unfortunotely, your time per 
chapter is somewhat limited, so 
you have to keep your curiosity to 
a minimum if you want the good 
ending. 
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Mortal Kombat: Special Forces X-Men: Mutant Academy 



ALL MUTANTS MUST DIE! 

I ctivision's Mutant Academy isn't 3 horrible game, for it is definitely 
playable. However, it doesn't exceed in any one area; the graphics and ani- 
mation are stiff and bland, the control is mediocre, the moves are limited, and com- 
bos are nearly absent. 

The only area that this game does shine is in its X-Men theme. Many X-Men 
favorites are included, such as Wolverine, Beast, Sabertooth, Magneto, etc. 
Although we would recommend this game only for fans of the comics, even purists 
may be disappointed. For example, the Wolverine's newer yellow and brown suit 
isn't the redesigned one from the comics, but his original suit with brown replacing 
the blue markings. Also, since when does Mystique fight, let alone knock Wolverine 
off his rocker? 

In terms of gameplay. Mutant Academy initially seems promising, but falls way 
short of anything entertaining after only thirty minutes of play. Each character has 


MORTAL KDMBAT IS DEADI 

D his game is plagued with serious problems that make playing a chore, 
rather than an enjoyable experience. First, the huge levels are empty, and 
contain tons of rooms that seem to contribute nothing to the game. It is curious to 
unlock or find a secret room with nothing in it. 

Second, the enemy Al is just plain cheap. On many occasions, you'll turn a cor- 
ner and get bombarded by invisible fire. Once you spot the enemy, you'll have to 
take four or five hits in order to reach and destroy the nuisance. Even if you have a 
gun, it is imprudent to waste any ammunition on anything except bosses, since the 
bosses are pretty cheap, too. Finally, the puzzles in this game are trite and annoying. 
Since they often involve only the discovery of keys, you'll quickly find yourself get- 
ting frustrated with the tediousness of the tasks. 

Despite the first-generation feel to this game. Special Forces 
isn't a complete loss. The graphics and sound are interesting, at 
least in a MK sod of way; you just may find some joy in Special 
Forces when Jax smashes his enemies into pulp and 
taunts, "Would you like fries with that can of whoop 
a$$?" — Midway’s own tasty combination? Also, 
the ability to learn decent-looking combos may 
also entice a few gamers to continue playing. . 

However, unless you're like Chibi-Chan^^ 
who must master every combo in a 
game, the difficulty of executing the , 
more elaborate ones will ultimately turn 
off most players. Perhaps if Midway con- 
centrated on refining this aspect of the 
game most (and the broken story a lit- 
tle, too), the fighting interface could | 
have been MKSF's saving grace! 




Pulling off supers may look 
cool ono exciring, but connect- 
ing them into o long combo may 
lake a bit of practice. 


two basic special moves and three different types of supers. Although the 
special moves are especially nothing special, the supers throw in some inter- 
esting concepts to the genre. 

The first super bar is a standard super, but the second super bar is a 
Parappa the Rappa-Wke super move. As soon as you perform this super 
move, you have about three seconds to input a series moves on the D- 
pad (up, down, left and right); the more you successfully complete, the 
more energy your opponent will lose. The third super is retarded. It 
is the X-super. As soon as this meter is full, you must rapidly tap 
the X button to activate the super. This five seconds of button tap- 
ping leaves you open to attacks from your opponent; and trust 
us, with the cheap computer Al, you will be attacked. 
Although this last super is an attempt at an original idea, actu- 
ally executing it is impractical. 

Overall, Mutant Academy is at best an average fighter that 
lacks the seriousness and technique of Capcom's X-Men games. 


" I 


^ GAME 

^SUMMARY 

A4 Decekt GiUPHics And Sound 

▼ Boring Puzzles 

A Mildly Interesting Combo System 

T Cheap Enemies 

L 

▼ Broken Story 
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CONTROL 
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INNOVATION 

- — 1 

RRBSCNTATtON 


« ■ A L A Y KjWjJ 

C N A A T 

L 

■ - ... 

GAME 

^ SUMMARY ^ 

Some favors X-Men characters included ▼ Bland Graphics 

Unique Parappa-uyl super move ▼"Umited set of hd«s 

T SoF Control ▼ No real combo system 




Even X-Men fans should just give this dne a rent 





8 Supercross stadiums 
and 8 licensed Motocross tracks 


2-player gameplay mode for 
intense competition! 


NIMTINDO.** 
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NFL GameDay 2DDI 



4 You'll be able to clie<k out 
player pics after a successful 
ploy. Way to go, Napoleon! 


IT'S TIME FDR A NEW STADIUM... 


D ust last month, we took our first look at NFL GameDay 2001, 989 Sports' 
latest version of the perennial gridiron classic, and at that time, we won- 
dered if this would be the last version to grace the original PlayStation. Now we've 
received a review copy, and played it a whole bunch of times, and we still don't 
know if this is the last PlayStation version. However, we can truthfully say that we 
don't believe there's much more anyone, let alone 989, can do to improve this game 
further. It's time to move over to PS2. 

GameDay 2001 has evolved from its simple beginnings back in 1 995. What 
were once sprites are now realistic polygon players, scaled to their actual heights 
and weights. Clumsy collisions have been replaced with new motion captured tack- 
les of all varieties. An easy to confuse Al has evolved into a lean, mean football 
machine, demanding your best efforts to defeat. And, for the first time ever in a 
GameDay, you can now play as any receiver or running back you want. 

Nothing that evolves does so perfectly, and GameDay 2001 is no exception. 
Graphically, the stadiums tend to vibrate and pop a bit, kinda like SComm during an 
earthquake. The play selection screens could still be a bit more detailed. While the 
players have been scaled to size and weight, they sometimes seem to glide over 
the field rather than run on it. 

All of these are minor complaints, though. The game still handles veiy well and 
is one hell of a good time. 989 brought in enough NFL stars to to field an All Star 
team in the making of this game. The playbooks were designed by 55 NFL veter- 
ans; guys like Jerome Bettis, Terrell Davis and Mike Alstott, while the motion cap- 
turing was performed by some of today's hottest stars, like Charles Woodson and 
Tim Brown (ahem... both Raiders... ). 

So, no, we're not damning NFL GameDay 2001 with faint praise; not at all. 
It's just that this game has evolved as far as it can on this particular PlayStation. 
Will you want it for your library? You should. It’s a very good game. Will you 
want another version on the original PlayStation next year? it's not likely. It's time to 
build a new stadium. 




A The Instant Replay fecrture, complete with telestrolor, makes it easy to see why a play worked. You 
won’t need to wove a red flog or phone the referee to see it, either. 


► It always 
did take two 
Steelers to 
bring down 
o Raider. 


T Slash brings the Steelers up to 
the line of scrimmage. 



TT 


Darn good, but we want the PSZ vehsidn! 










Fight Mike, or as Mike! 

Take on the champ and a ton of 
bad-ass opponents on your way to 
the title shot. Or, be Tyson, and 
feel what it’s like to knock the 
world senseless. 


It’s real! It’s fierce! 

The incredible realism includes 
sound effects, blood, facial damage, 
sweat — and individual recovery 
rates that can turn any bruising hero 
into a zero. 


We’ve got a system! 

Two unique features include a 
score bar that accurately simulates 
a real points system, and even a 
reward system for outstanding 
defensive play. 


Plastic surgery — with fists! 

Train with sparring partners in an 
authentic gym-— then let it fly prime 
time with jabs, body blows, weaves, 
punches, blocks and knee-buckling 
uppercuts. 
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Make ‘em eat canvas! 

You can power up a punch to 
increase damage— or nait your 
opponent’s sweet spot, then watch 
him go ‘nightie-night’ as the lights 
go out on his lame career. 



Take on the world! 

Three modes of play include 
Showcase, Versus (winner keeps 
going), and World, where you train 
and manage your fighter up the 
ranks to undisputed champ. 
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n September 9, 1995, a well- won't have it so easy. Sega has already nesses in Sony's line of defense. Not only i 

□ known consumer electronics com- established itself well in the U.S. with the that, but we also look at and rate how Sony j 

pany released its first videogame Dreamcast, Nintendo Is preparing a console is doing in comparison to its opposition. In 

console upon the U.S. market. The that's about as powerful as the PS2, and the end, we provide you with our own con- I 

compan/s name was Sony and the console probably cheaper as well. And then there's elusions, but that shouldn't stop you from 

was, obviously, the PlayStation. Thanks to Microsoft, which has dreams of becoming coming up with your own. J 

brilliant marketing, good timing and strong the new Sony. Needless to say, the upcom- 

third-party support, the PlayStation grew to ing war isn't going to be pretty and there Is Sony going to completely dominate or Is j 

become the single most successful console are bound to be several casualties. Who's another company going to step in and steal j 

of ail time. Currently over 70 million units left standing at the end remains to be seen, away the spotlight? What can Sony do to 

have been shipped all over the world. Our money's on Sony and the PS2, though, ensure its victory? Read the feature, think 

about it, and then send your opinions our 

Now, five years later, Sony readies itself for In this feature, we've broken down and ana- way at psm(3)imaginemedia.com. Just 

the U.S. launch of the PlayStation2, the 128- lyzed virtually every aspect of the Sony's remember to put "PS2 Feature" In the sub- 
bit successor to the little gray box we've all future plans for the PS2 and what It's doing ject line. We'll run the best responses in a 

grown to love. And with It, the company is to win the next generation console war. future issue of PSM. 

hoping, once again, to take the top spot in From the design of the hardware to the ;.j 

this next generation of consoles. However, broadband network and third-party sup- Now, let's head to the front lines and . 

unlike in this previous generation, Sony port, we point out the strengths and weak- see what Sony's up to... < v:^ 
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The Hardware; Sony’s Weapoh 

When Sony released the first specs for its next gen- 
eration console, most people were blown away. 
No one expected that the PlayStation2 would be 
so powerful. It appeared to be an unstoppable 
force that no company, whether it be Sega, 
Nintendo or Microsoft, could ever hope to over- 
come. However, over time, the limitations of the 
console revealed themselves. Developers became 
vocal about some of their frustrations with the 
hardware. Did Sony make some major mistakes 
when developing the PS2? There is that chance. In 
this section, we break down the strengths and 
weaknesses of the console and discuss what Sony 
is doing to make life easier for developers. 


> Hidden Potential 


?THES 

TRENGTH 

s 1 
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Far and above anything else, the PS2's strongest 
aspect is its ability to render an extremely large num- 
ber of polygons on-screen at any given time. Already, 
some developers have stated that their current game 
engines push in the upwards of 10-20 million polygons 
per second and that we can expect that number to be 
much larger with future titles. When you consider the 
fact that the current PlayStation can only push around 
360,000 polys per second, one can begin to see the 
potential and power in Sony's new console. This 
"polygonal horsepower", as the developers of 
Munch's Oddysee tike to describe it, will allow for 
much larger worlds and greater detailed characters 
than have been seen on past consoles or PCs. 

DVD Support 

Including DVD support was a brilliant move on Sony's 
part. It not only helps to justify the higher retail cost of 
the PS2, but also ensures that the console will become 
the centerpiece of the living room. When you're not in 
the mood to play games, you can pop in that copy of 
The Matrix and enjoy the adventures of Neo and 
Morpheus. Of course, the PS2's ability to support 
DVDs doesn't just mean that it can play movies. 
Thanks to the additional storage space available on a 
DVD, developers can use a greater number of higher 
resolution textures in their games. This would allow for 
larger and more detailed environments for players to 
explore. Also, games that would normally fill up multi- 
ple CDs, like a Final Fantasy game, can now be 
released on a single DVD. 

Expansion Ports 

As Kaz Hurai, the President of SCEA, elegantly put 
it at this past E3 show, "The PlayStation2 is not the 
future of videogames. It is the future of entertain- 
ment." With that focus in mind, Sony designed the 
PlayStation2 to be able to grow beyond being a typical 
console. The inclusion of several connectivity ports 
(two US8 and one i.Link) will allow the PS2 to connect 
to a myriad of components and peripherals, ranging 
from keyboards to digital cameras. Imagine being able 
to download a photo into the PS2 and editing it with a 
keyboard and a mouse. Then, you could email that edit- 
ed picture to all of your friends. That's just one of the 
many possible scenarios that Sony imagines happen- 
ing in the near future. 


With the design of the PS2, Sony has gone in an entire- 
ly different direction than Sega, Nintendo or Microsoft 
has. Not only did the company basically create the 
entire console from scratch, using an innovative CPU 
and graphics processor (that it helped to develop), but 
it also designed the console to be very open in its archi- 
tecture. This openness allows developers to come up 
with their own way of doing things. There is no one 
"right way" to do something on the PS2, which means 
developers will constantly be discovering new and bet- 
ter ways to get the most out of the console. Stuart 
Denman, the Technical Director for Surreal Software, 
feels that the open design of the console "will allow 
the PS2 to have more long-term potential. Games in 
three years will be leaps and bounds beyond today's 
games." Ken Levine, of Irrational Games, echoes 
those statements with his own, "The interesting thing 
about the design of the PS2 is that you'll see the 
games get better and better and better through the life 
of the console. This is because developers will always 
be learning new tricks. There's a lot of secrets tucked 
away in there." 


THE WEAKNESSES 


► Anti-aliasing Difficulties 


► Backwards Compatibilltv 


The only console in recent history to include backwards 
compatibility, the PlayStation2 will allow you to play all 
those PlayStation games you currently own. Not only 
that, but it will speed up loading times and improve the 
look of most of those games. Sony will also release 
updates to the PS2 PlayStation drivers so that games 
can be further enhanced in different ways, such as 
increased resolution. 



On the day of the Japanese launch, however, the first 
dent in the PS2's armor was discovered. Not only were 
the first games not visually far and beyond the current 
crop of Dreamcast games, some of them actually 
looked slightly worse. This was mainly due to the lack 
of anti-aliasing (a technique used to blur the edges of 
polygons), which caused the games to look very rough 
and jaggy. Since Dreamcast titles didn't realty suffer 
from this problem, a lot of gamers and journalists start- 
ed to doubt the abilities of the PS2. Did Sony forget to 
include a feature that both the N64 and Dreamcast had 
and that the Dolphin and X-Box will have? Fortunately, 
the answer to that question is "no". The PlayStation2 
does have that feature and developers are able to 
implement it in several different ways. The main rea- 
son that the early Japanese titles and some American 
ones didn't have anti-aliasing (AA) is because, quite 
simply, the developers didn't know how to do it prop- 
erly. Only recently has Sony made info available to 
developers that allow them to implement AA in a more 
efficient manner. Still, including true AA tends to put a 
bit of a burden on the PS2, which means that corners 
have to be cut elsewhere, at least until developers 
become more familiar with the hardware. For some 
games, the drop from 60fps to 30 is the way to go, for 
others; a reduction in texture resolution is a necessity. 
There are ways to give the illusion of AA, without hav- 
ing to take cuts in performance, and some developers 
taking advantage of them. However, until Sony comes 
up with specific and easy ways to implement true AA 
that don't take major hits on performance, you proba- 
bly won't be seeing a huge number of games take 
advantage of it. 


► Limited Video Memory 


if you talk to any developer and ask them what single 
aspect they would have wanted improved on the 
PlayStation2, they would probably say, "Increase the 
amount of VRAM." Since its release, the PS2 has got- 
ten a lot of negative criticism from developers because 
of the limited amount of video ram (VRAM) that's 
embedded on the Graphics Synthesizer (6S). Since 

1 ^ it's so small (4MBs), games must be designed in a 
way that's very different from other consoles. A lot 
of time must be spent in coming up with the best 
ways to stream data and textures from the main sys- 
tem memory into the VRAM because it isn't large 
enough to hold anything for long periods of time. 
Consoles like the Dreamcast have larger amounts of 
dedicated texture memory (SMBs), so there’s no need 
to worry about streaming anything. What's most frus- 
trating to developers is that the PS2's VRAM limitations 
realty seem to hamper the potential of the console. 
Famed Metal Gear Solid creator, Hideo Kojima, even 
went on record saying that the full potential of the 
PlayStation2 would never be reached because of the 
limited size of the VRAM. Only time will tell if he's right 
or not. 



r- Difficult To Program For 


If only the wonder- 
ous "PlayStation! 
Plane" would fly 
over our neighbor- 
hood... (sigh...) 


While most developers welcome the openness of the 
PS2's design, it can cause some serious problems. 
There are just so many different ways to do everything, 
and it can get a bit overwhelming rather quickly. Having 
to worry about the limited VRAM (see above) wouldn't 
be that big of a deal if it was the only major challenge 
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THE COMPETITION 


that developers had to deal with, but it's not. There's 
also the matter of two little things called Vector Units. 
You see, the Emotion Engine, which is the main CPU 
of the PS2, is split up into three main sections that can 
be used to process separate parts of a game engine 
interdependently; physics, lighting, weather effects, 
etc. However, getting all these parts to work together 
smoothly and optimally is quite difficult and generally 
gives developers their fair share of headaches. Some 
developers, like those at Oddworld, have been very 
vocal with their frustrations, stating that there have 
been "...basic oversights that failed to be addressed at 
the hardware design level. [The PS21 is a frustrating 
system to develop for." While the views of the 
Oddworld developers certainly don't reflect those of 
the majority, it does make you question Sony's hard- 
ware design, 

^ Lack of four controller slots 


While not as major as the other weaknesses we've 
listed, the lack of four controller ports did come as 
quite a surprise for many developers and gamers. 
When you consider that all of the consoles in this next 
generation have four ports, it’s strange that Sony only 
included two. Sony doesn't feel that it's a major prob- 
lem and suggests that gamers who want to play four- 
player games should just go out and buy a multitap. 
That’s not the point, though. We all know how badly 
the PlayStation multitap was supported. Why would 
that change with the PS2? It's been proven that devel- 
opers don't like to support console add-ons (see Sega 
CD, 32x) because only a small portion of the martcet 
ever has them. That's why you never really saw a lot 


of four-player games on the PS, aside from sports 
titles, Sony should have just included the two addi- 
tional ports and made everyone that much happier. 


THE BOTTOM LINE 


As with any new console, the PlayStation2 introduces 
its fair share of problems to developers. However, 
most are willing to take the time in order to get the 
most out of the system. Still, the problems with the 
hardware, such as limited anti-aliasing abilities and the 
small amount of VRAM, are very real and can’t be 
denied. Now, the severity of these problems has yet 
to be determined. For every developer who's com- 
plaining about the hardware, there’re several that are 
praising it. it just boils down to the willingness of the 
particular developer and the financial and physical 
resources they have at their disposal. For the most 
part, though, companies are developing their own 
solutions and workarounds for these problems. It 
doesn't appear to be a big deal. And Sony's R&D divi- 
sion is constantly creating new tools and software 
libraries in order to make life easier for the developers, 
as welt. If a majority of these hardware difficulties can 
be nipped in the bud early on, then there's no reason 
why companies won't stick with Sony, However, if we 
get into the new year, and a lot of these difficulties 
continue, then Sony may start to see developers 
jumping ship in favor of easier consoles, i.e. the 
Dolphin and X-Box. And that would not be good for 
PS2 owners. 

► SCORE; ★★★★☆ 


► SCORE: ★★★★☆ 


The SonwARE: Sony’s AMMONmoN 

Regardless of how 
powerful a piece of 
hardware is, it can't so 
anything without a steady 
stream of good software to go 
along with it. Software is what 
causes a console to sell 
like hotcakes or stay on 
the store shelf and col- 
lect dust. The c ' 
generation 


consoles is a perfect example of this. With little quality 
support from third-party companies, both Sega and 
Nintendo lost out to the PlayStation. If you wanted to 
play the latest F/naf Fantasy. 

Resident Evil or NFL 
GameDay, there 
was one 
console 
you had to 
have. And 
that's why Sony 
has shipped more 
70 million PlayStations through- 
the world. 


Microsoft's X-Box 

Hardware-wise, the X-Box looks to sur- 
pass every other console out there. In a 
lot of ways it resembles a PC, but with more 
power at a much lower price. Its unified memory 
design allows developers to give memory to what 
needs it most, which is in direct contrast to the other 
consoles that all have dedicated amounts of texture 
memory or cache available to them. Also, the X-Box 
will have a built-in hard drive, whereas the PS2's will 
be separate. Developers will be more likely to take 
advantage of the X-Box's drive because everyone will 
have one. The X-Box will be the simplest to develop 
for and should have the most available power. 


► SCORE: ★★★★★ 


In this next generation of consoles, soft- 
ware will once again dictate what 
consoles gamers will buy. Sony is 
well aware of this 
and is going out 
its way to entice 
developers to 
port the 

PlayStation2. It 
seems to be working, 
because virtually every major 
company has signed on to do at 
least one title. Most, however, 
have at least 3-4 in the works. 


f Sega's Dreamcast 

I Thanks to its simplistic hardware design 
' and PC-style architecture, the Dreamcast 
has been a developer's dream to develop 
for. It’s very easy to get the most out of the console, 
which is why some DC games look just as good (and 
sometimes better) then the first generation of PS2 
titles. However, this will almost certainly change in the 
coming year. It seems that the power of the console 
has nearly already been maxed out with such titles as 
Shenmue and Resident Evil: Code: Veronica. Most 
developers feel that they can still squeeze a bit more 
out of the system, but that they won't get a chance to 
because their focus has now shifted to PlayStation2. 

► SCORE: ★★★☆☆ 


"V Nintendo's Dolphin 

I Little is known about the Dolphin except 
’ for that fact that it should be at least as 
’ powerful as the PlayStation2, There's also a 
possibility that the Dolphin will have a greater amount 
of dedicated texture memory, allowing it to display a 
larger number of higher quality textures at a time. Its 
design will be more straightforward and resemble the 
Dreamcast in a lot of ways, which should make devel- 
oping for it a lot easier than the N64. Knowing 
Nintendo, however, there’s bound to be some prob- 
lem with the console. There always is. The ability to 
connect it with the upcoming GameBoy Advance is a 
plus, and will help the console compete with the 
PS2's expandability. 



EE 



S€f'TEmee«! £□□□ 
HTTP !//uJUJtu.DfllLY«RDflR. com 


Since the releases of Nintendo's and Microsoft's con- 
soles are still a way off, PlayStation2 has become the 
main focus for a lot of companies. A tot of these com- 
panies will continue to support the Dreamcast for the 
rest of this year, but after that, many we talked to are 
taking a wait-and-see attitude. 

To give you a better idea of the amazing amount of 
third-party commitment that the PS2 has, we've bro- 
ken it down into short term and long term support. 
Take a look and see why it's going to be difficult to 
knock Sony's 128-bit console out of the #1 position. 

► Short Term (First Six Months) 


Despite having a very lackluster Japanese launch line- 
up, which consoles always tend to have, the PS2 is 
looking strong for its U.S. debut. All of the big compa- 
nies, ranging from Electronic Arts to Capcom, will have 
titles ready for the October 26th launch day. And unlike 
overseas, there will be at least one game from each 
genre. Titles like Madden 2001, Tekken Tag 
Tournament, Ridge Racer and SSX will do a lot to sell 
systems, and that’s just on the first day. Sony promis- 
es over 50 titles will be released by December 31st, 
and that another 50 will be ready by the end of the fis- 
cal year, March 31, 2001. And if that isn't amazing short 
term support, we certainly don't know what is. The 
only downside is that no major titles, like Resident Evil 
IV or Metal Gear Solid, will be available in the near 
future. You'll have to wait at least a year for them. 

POTENTIAL: ★★★★☆ 

► Long Term IFirst Two Years) 


As far as long term developer support goes, Sony prob- 
ably couldn't paint a brighter picture if it wanted to. In 
all, there are around 390 titles in production right now, 


but that’s only in Japan. If you take into account U.S. 
and European companies, the number jumps up to 
nearly 450, most of which will be released within the 
console's first two years of existence. That's just stag- 
gering. No previous console has had even close to the 
same level of commitment from the development 
community. That just goes to show you the amount of 
faith that companies have in Sony. Also, just as the PS2 
starts to reach a larger number of casual gamers 
(around Fall 2001), many of the more anticipated tiles 
will be available. You'll be able to play Metal Gear Solid 
2. Final Fantasy X, and possibly Resident Evil IV. By far, 
the PS2 has the greatest potential, game-wise, than 
any other console before it and gamers are going to 
want to own one because of that single fact. 

POTENTIAL: ★★★★★ 


THE BOTTOM LINE 


There are still a lot of unknowns in this new generation 
of consoles, but we have to put our money with Sony. 
There's already been a large outpouring of support for 
the PS2 and we highly doubt that any of the two 
upcoming consoles or the Dreamcast will ever see this 
level of third-party commitment. That's not to say that 
companies wouldn’t jump ship if 
they saw a better opportunity. 

However, almost all of the ones 
we surveyed were perfectly 
happy working with Sony and 
developing for the PS2, so we 
doubt that would happen. All in all, 
the PS2 is looking to have 
even better software library 
than the cl 
PlayStation, and the 
saying an awful lot. 





THE COMPETITION 


Sega's Dreamcast 

The Dreamcast has an amazing library of 
games, but third-party support for the 
console will dwindle towards the end of the 
year. That is, unless Dreamcast sales climb this 
Holiday season. Sega is one of the premiere software 
companies, and will support the DC until the very end. 
That, at least, ensures that DC owners will have a 
chance to play more AAA tiles over the coming year. 

SHORT: ★★★★☆/LONG: ★★☆☆☆ 

Nintendo's Dolphin 

The Dolphin will launch with a Mario 
game, followed up with several AAA first 
and second-party titles. Pokemon will also 
be present Third-party will probably be slow at first 
but then pick up as time goes on. Most developers 
will be cautious, however, as it's always been hard to 
make a profit after Nintendo’s licensing fees. 

SHORT: ★★★★☆ / LONG: TBD 

Microsoft's X-Box 

Microsoft is the true wildcard because 
we don't know how much support they 
will really have. Several of the developers 
we talked to have plans to port over certain PC or PS2 
titles to X-Box, but very few are developing original 
content. Microsoft better have a strong first and sec- 
ond-party system in place to secure a constant stream 
of quality titles released over the first two years. 

SHORT: ★★★☆☆/ LONG: TBD 


theA-TEAM: 

PIAYSTATI0N2’S BEST ALLIES 

When Nintendo first announced its 64-bit console, it 
also came up with a list of select companies that were 
signed on to do games. This list contained the so-called 
Dream Team that would help Nintendo achieve the 
number one position in the videogame wars. Well, 
despite the number and quality of developers on that 
list, it can’t even begin to compare to the A-Team that 
Sony has on its side. Here are eight of the many 
companies that plan to support the PS2 in a big way. 

Company : Electronic Arts _ _ 

In the Works: Madden 2001, the World Is Not 
Enough^ SSK_ X Squad 

By far the company most supportive of the PS2, EA 
has around 30 titles currently in development. This 
includes its popular sports franchises, several action 
games, and several of its hit PC titles. Of all the com- 
panies on this list, EA will have the most games ready 
for launch. 

Company: Namco 

In the Works: Ridge Racer V, Tekken Tag 

Tournament, Moto GP 

While not as vocai with its PS2 plans, Namco has sev- 
eral projects in the works for the console. Obviously, 
RRVand Tekken will be launch games, but not much is 
known about Moto GP. As with the current 


PlayStation, we expect Namco to continue support for 
the PS2 by releasing 3-4 quality titles a year. 

Co mpany: Capc om 

in the Works: Street Fighter EX3 , Resident E vil iv, 
Onimusha, Dino Crisis 3 

Capcom has been very supportive of the Dreamcast, 
thus far, but we predict that its focus will move back 
over to the PS2 next year. Gamers can expect all the 
popular franchises that appeared on the PS to appear 
on the PS2. The only uncertainty is if Capcom will be 
bringing their 2D titles over, as well. 

Company: Midw ay 

In the Works: Read y 2 Rumble: Round 2, Spy 
Hurrter, Legion, N FL Blitz 

Supporting pretty much every viable console, Midway 
also has several games in the queue for the 
PlayStation2. Most of the games will be ports of the 
company's existing arcade titles, but a few will be orig- 
inal and exclusive to Sony's console. The only launch 
title, however, will be Gauntlet: Dark Legacy. 

Company: Konami 

In the Works: Metal Gear Solid 2, Z.O.E., Silent _ 
Hill 2, Silent ^ope, ESPN Ini Track & Field 

Metal Gear Solid 2. Need we say more? Konami was 
single-handedly responsible for the most impressive 
game on the PS. Now, it looks to do the same with the 
PS2. Not only that, but the company's other PS2 titles 
also look amazing and should do a lot to sell systems. 


We bow before this company’s ability. 

Company: A cclaim _ 

In the Works: M-Star Baseball 2002, Sh adow man 
2, Ferrari 360, SRC 

Acclaim has big plans for the PS2. With around ten 
titles in development, the company has something for 
pretty much every gamer. Acclaim's biggest trump 
card, however, would have to be the Ferrari license, 
which gives it the exclusive rights to publish titles 
based on the Italian car brand. 

Company: Squareso ft 

In the Works: The Bouncer, Driving E motion 

Ty^e-S, FI^, FFX f 

If you look at the history of videogames, the console 
that has had the support of Square tends to come out 
on top. Will that also be the case with the 
PlayStation2? Well, with games like the Bouncer and 
the next two Final Fantasy titles coming out over the 
next year or so, the chances look pretty good. 

Company: E idos 

In the Works: Tomb Raider PS2, LOK: Soul Reaver^ 
2, Blood Omen 2 

At last count, Eidos had around eight games currently 
under works, the most obvious of which happens to 
be a new, PS2 exclusive version of Tomb Raider. One 
of the lesser known titles, Herdy Gerdy, was originally 
going to be released on the Dreamcast, but is now 
jumping ship over to Sony’s console. 
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Madden NFL 2001 
When the Dreamcast 
launched, NFL 2K was 
its best-selling title. 
We expect the same 
for PS2's Madden. 


Sony has not revealed the official lineup 
for the PlayStation2 launch yet, but it 
looks like there's going to be somewhere 
between 20 and 30 titles available. Of 
those, these are the ones that are likely to 
garner the most interest and get gamers to 
plunk down their money. 


The CoMFAHiEs: Sony’s Army 


core gamers. Yes, most hardcore 
gamers own a PlayStation, but they 
have not embraced the console with as 
much fervor as Sega or Nintendo's rabid 
fans. 

However, this is rapidly chang- 
ing. Because of its phenomenal suc- 
cess, the PlayStation is the home of 
^ many games that appeal to the 
hardest of the hardcore. In 
fact, within a few years, 
the number of fans that 
playing 


When it comes to the console wars, a 
company brand name is of greatest a 
importance. Just look at how 
Nintendo built its videogame mas- C 
cots into characters that are, by B 
recent tests, better known than B 
even Disney's characters. JH 

A company's name can either 
give it a head start against the com- U 
petition, or become a handicap from 1 
day one. Let's see how the big players I 
match up in terms of company rep- M 
utation in three areas that really ^*1 
matter: developers, hardcore ^ I 
gamers, and casual gamers. ^ I 


grew up 
PlayStation games will 
k outnumber those 

raised on Sega and 
Nintendo. This genera- 
tion of hardcore gamers 
will be loyal to the PS2, 
As the 

PlayStation2 launches 
with game support in all 
the classic hardcore gam- 
ing genres, it will begin to 
enjoy the support of the 
hardcore more than the 
PlayStation ever did. 


► Developers 


When Sony first launched the PlayStation, 
it made an unprecedented effort to woo ^^^^B 
new developers. Before that time, game ^^^^B 
makers had been forced to pay huge licensing 
fees to produced expensive game cartridges, Sony f 
offered the low cost alternative of PlayStation CDs. 
Developers who made games for the PlayStation 
enjoyed bigger profits than ever before. 

Sony also gave developers plenty of help in making 
their games. This resulted in a flood of companies 
abandoning both the Sega Saturn and the Nintendo 64 
to create games for the PlayStation. 

When Sony introduced the PlayStation2, it had an 
extremely tough contender: its own reputation. 
However, Sony stepped up to the plate and offered 
developers even cheaper production costs, and set up 
shop to help developers with their first PS2 games. 

While some developers have complained about the 
complexity of the PS2, the overwhelming mood in the 
development community is support for Sony's con- 
sole. This is readily apparent in the sheer number of 
games in development for the PS2. Very few, if any 
developers are using the traditional 'wait and see' 
approach to PS2 development. This is because they've 
developed a bond of trust in Sony. 

► SCORE: ★★★★★ 


: SCORE: 


Casual Gamers 


Since the launch of the original PlayStation, Sony has 
made no secrets about its plans to target casual 
gamers. And looking at the unprecedented installed 
base of the PlayStation, its plans succeeded beyond 
anyone's wildest expectations. 

The PlayStation itself has become a cultural icon, 
and casual gamers associate it with videogames in 
general. The PlayStation2 will benefit from the 70 mil- 
lion PlayStation owners, many of whom will gladly pur- 
chase the sequel to the game machine they're most 
familiar with. The PS2's name may not be original, but 
it may very well be the best decision Sony ever made. 

Let's also not forget the Sony brand name. Even if 
you don’t count the millions upon millions of gamers 
who know the PlayStation name, look at how many 
people are familiar with the Sony brand. Quality 
Walkmans, TVs, stereos, computers, and other high- 
tech devices have been building consumer trust for 
years. The PS2, will certainly take advantage of that. 


► Hardcore Gamers 


Perhaps because of its relative youth, or perhaps 
because of Sony's targeting of the mass market, the 
PlayStation has not received the rabid support of hard- 


SCORE: ★★★★★ 


Summoner 


We poiled game developers to see which system they 
thought would take the top place in the coming console 
v'.'ars. While ali of the developers we polled u-ere ywirk-, 
ing on P!aySt3tion2 titles, the majonty were progranv 
minq for several different platforms — that's why we 
Wem-^o siirnrised iw the resUts. When -asked to ra.ntc 
the 111 )i isnins :n te[ m.s~of potontfat fo-^uccess, ever sirtr- 
gle u jper --t ^S2 at i le top. Here’s hew 

iriii voting “ -overall:' 


fUYSTATI0N2 


■ * ath number-one ranking, 
ranking, *• r^r third, and 3 


’ We awarded 1 0 points 
points for each numb ' • " 
points for last (^oce- 








THE COMPETITION 




Microsoft's X-Box 


► Developers 


While Japanese and traditional console developers 
have been less than enthusiastic about X-Box, PC 
gamer makers have embraced the console whole- 
heartedly, Because its design environment is very 
similar to the PC, those game makers feel comfort- 
able porting their games and making new titles, 
SCORE: ★★★☆☆ 

► Hardcore Gamers 

Hardcore gamers have little or no attachment to 
Microsoft in terms of gaming. In fact, the association 
for many is actually negative. 

SCORE: ★☆☆☆☆ 

► Casual Gamers 

Casual gamers are very familiar with Microsoft and 
may trust the name brand when it comes to pur- 
chasing a console. However, Microsoft owns very 
few mass-market friendly videogame franchises that 
it can rely on for launch. 

► SCORE: ★★★☆☆ 
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Nintendo's Dolphin 
► Developers 


After years of charging exorbitant fees to devel- 
opers, Nintendo has built for itself a bad reputation in 
The development community. Even though the com- 
pany has promised to lower fees, many developers 
have already turned to other alternatives. Nintendo's 
'Dream Team’ developers continue to thrive, howev- 
er, because of the lack of competition. 

SCORE: ★★☆☆☆ 

► Hardcore Gamers 


Nintendo has perhaps the richest history of any con- 
sole company in terms of game quality. However, its 
reputation as a kiddy game console has kept it from 
appealing to hardcore gamers as they mature. 

SCORE: ★★★★☆ 

^ Casual Gamers 


Mario is actually better known than Mickey Mouse, 
which is a phenomenal testament to the power of 
Nintendo. However, Nintendo has not made nearly as 
deep a cultural impact in recent years as it did in the 
past and that recognition will dwindle with time. 
SCORE: ★★★★★ 



The Dreamcast is home to many wonderful games, 
however, most of these are from Sega's own devel- 
opment teams. Third party developers have bought 
into the Dreamcast, however, their support has 
slowed to a trickle in the wake of the PS2. 

SCORE: ★★★☆☆ 


^ Hardcore Gamers 


Sega enjoys what may be the most rabid brand fol- 
lowing of hardcore gamers. Even though the platform 
does not have as many games as its competition, the 
hardcore adore the Dreamcast, 

SCORE: ★★★★★ 


Casual Gamers 


Unfortunately for Sega, the company has not been 
able to convert its strong hardcore following over to 
the casual gamer. This is evident in the low world- 
wide installed base of the Dreamcast. To succeed, a 
game platform must reel in both the casual and the 
hardcore. 


SCORE: ★★☆☆☆ 



"[Developers will support PS2| "In one word... Confidence... 
because every developer knows They have shown that they are 
that it will be successful. Just look aggressive and plan to control 
at the software penetration in the industry. The sales of 
terms of software to hardware PlayStation 1 were amazing, 
ratios, sales volumes for the top They have the complete support 
selling titles and Sony's market of the retailers and the develop- 
share, and that translates to a no- ers at this point. The only risk I 
drainer kind of decision.’’ see is them underestimating the 

strength of their enemies." 

David Perry 

Founder, Shiny Ent. Mark Burke 

Product Development 

’’ Five years ago Sony brought the Crave Entertainment 
first mass market entertainment 

console namely PS1 . "At the moment, the PlayStation2 
The hardware sold is probably the best machine on 
_ over 26 million units the market. Developers are sure 
in North America. It to support it. Also, it maintains the 
also allowed a rea- same basic elements as the origi- 
sonable quantity nal PlayStation, making it easier to 
of games to sell program for," 
over 1 million 

units. Everybody Kodutsumi-san ® 

considers SCEA Director, Kessen 

able to break the KOEI 
record 
1 PS2. 


"Sony is a great hardware 
company to work with. 
Unlike certain other hard- 
ware companies, they are 
kind to third parties and 
deveiopers. So Developers 
want Sony to win." 

Jason Rubin 

Founder, Naughty Dog, Inc. 


We asked PlayStation2 developers 
what they thought about Sony and 
why they are developing for the 
PS2. Their responses were almost 
unanimously supportive of Sony's 
new system. Following are some of 
the more interesting and telling 
answers. It seems that the PS2 has 
the support of pretty much every 
developer out there. Why do you 
think that is? 


tion, it then becomes a self-fulfill- 
ing prophecy." 


Ken Levine 
Creative Director 
Irrational Games 


"Sony has clearly established a 
strong reputation with the 
PlayStation, I think there was a 
general assumption that they 
could follow this up with the 
PlayStation2, and if enough talent- 
ed developers make this assump- 


Francois 

Lourdin 

Senior 

Producer, 

tnfogrames 


4 Sorty makes no bones about it — Htey want to take over 
the world. Well, at least your living room, anyway. Sony sees 
more competition for PS2 coming from TV shows, movies and 
CDs than from other gaming systems — they're in a botrie for 
your free time as much as your money. 
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THEFimiRE; Sony’s Buttu Plan 


One major key to success in the 
videogame wars is a clear, aggres- 
sive battle plan. A look back at past 
console wars shows us the strate- 
gies that guaranteed victory and 
the ones that insured failure. 

Remember how well Sega 
ambushed Nintendo with aggres- 
sive marketing for Genesis and a 
lineup of killer sports titles? Look at 
how things shook out in the last 
generation. Sony conquered with 
the strong support of developers 
and casual gamers, Sega turned 
developers off with the Saturn, and 
Nintendo was stuck in the past 
with its cartridge-based N64. 

While it's easy to see battle 
plans in hindsight, it's more difficult 
to recognize where a company is 
headed in the present. Let's take a 
took at what we know about the 
plans for each game platform... 


PLAYSTATiON2 


► Short Term 


Sony's short-term plan is essentially a 
land grab. The company has already 
made an impact with developers, 


which is evident in the consoles unbe- 
lievable launch support. 

Sony is predicting that we may see 
as many as 1 00 PS2 games as early as 
March 2001 . The company also plans 
to ship 10 million PS2 units worldwide 
by the end of the year. Judging by cur- 
rent sales momentum, Sony will sell 
every unit it can produce. 

The short term plan is to become 
the established market leader before 
Nintendo or Microsoft even launch 
their consoles. If Sony can make itself 
the lead console right from the start, 
the others may always seem like sec- 
ondary consoles. So far the plan looks 
like it’s working well. 

► Long Term 

Sony wants nothing less than total 
domination of the videogame market, 
and it has a long term plan to get it. 
Basically, it's simple: give the three 
most important sectors of the 
videogame industry what they want. 
Developers want a huge installed 
base, technical support, and a power- 
ful machine to work with. Retailers 
want big profit margins and games 
that will sell. Gamers want lots of 
games at affordable 
prices. Sony is on 
track to do all three. 


THECONCIUSION 




THE COMPETITION 


Microsoft's X-Box 


►Short Term 


Microsoft’s short term goal for the X-Box 
is to establish the console as a con- 
tender in both the minds of gamers and 
developers, and to find exclusive titles to 
bolster its growing list of PC ports. The 
jury is still out on both counts. 

► Long Term 


Microsoft want to build on its success in 
the PC market and take over the living 
room as well. This means that Microsoft 
must establish the X-Box not only as a 
PC game port machine, but also a home 
for traditional console genres. 


Nintendo's Dolphin 



► Short Term 


Nintendo seems disinterested in the 
short term in its plans for the Dolphin. 
Right now the company has targeted its 
focus on the wildly successful Game 
Boy and its successor, and also the com- 
pany is trying to squeeze as much as it 
can get out of the N64. Nintendo and 
Rare are already working on blockbuster 
Dolphin launch titles, however. 


^ Long Term 


Some feel that Nintendo is content with 
its current position, and is happy to con- 
trol a small, but still lucra- 
tive section of the videogame market. 
The company must, however, deliver 
games that will hold on to the kids that 
graduated the Nintendo 64. To do this, 
the company needs to woo back third 
party developers who've left for more 
rewarding consoles. 



Sega's Dreamcast 
► Short Term 


Sega is desperately struggling to salvage 
the future of the Dreamcast. Sega has 
already tried price drops, rebate offers, 
and everything else under the sun to 
make the Dreamcast catch on globally. 
Unfortunately, it isn't working very well. 

► Long Term 

Sega must decide whether it can contin- 
ue to fight with the big boys in the con- 
sole market, or instead, pull up shop and 
become a game maker. A follow up to 
the Dreamcast is already in develop- 
ment, but Sega will be hard pressed to 
absorb more losses after so many years 
of rough water. 



After spending time talking with count- 
less developers and writing this feature, 
we can only come to one conclusion. 
This is Sony's war to lose. If the compa- 
ny continues with its plans and delivers 
what it promises to the gamers, then 
there should be no reason why the 
PlayStation2 should fail. Despite its 
apparent limitations, the hardware still 
has plenty of untapped power and 
potential within it. Games will continue 
to improve, in ail aspects, over the next 
few years and the problems that are pre- 
sent today will soon be distant memo- 
ries. Also, Sony's proposed broadband 
network should be up in the next year or 
so, allowing millions of gamers to com- 
municate and compete against each 
other online. It truly will be a future to 
look forward to. Now, what of Sony's 
competition? 

With the strong buzz and support 
behind the’PS2, Sega is going to have a 
hard time pushing the Dreamcast. 
Hardcore gamers have already adopted 
the system, but it's the casual gamers 
that Sega needs to entice. That's going 
to be hard considering that third-party 


support is slowing down. Sega, like 
Nintendo, will have to rely on its own 
development teams to keep the console 
alive. Sadly, it's starting to look like the 
Saturn all over again. Still, the compa- 
ny's plans to take gaming online are very 
exciting, and should peak a lot of inter- 
est once the network is actually up and 
running. It it doesn't work out, though, 
Sega is doomed. 

Nintendo will launch the Dolphin to 
much success, with the help of Mario 
and Pokemon, but the third party sup- 
port won't be there in full force. 
Companies are more eager to develop 
for the sure thing (PlayStation2) and the 
more powerful console (X-Box), leav- 
ing Nintendo to once again drive sales of 
it consoles alone. If Dolphin sales do 
soar, however, then companies may 
shift a bit of focus from PS2 and X-Box 
development and release titles for it. 
Despite this, the Dolphin is looking to 
end up like the N64 •— profitable, but not 
number one. 

X-Box is still a wild card in this whole 
thing. Microsoft, despite being the new 


kid on the block, has plenty of clout and 
a ton of money. It's also managed to 
design a console that's both powerful 
and extremely easy to develop for. 
Practically every PC developer will end 
up doing something for the system, and 
several console-exclusive companies 
have also expressed interest. The one 
thing working against it, though, is the 
fact that the X-Box will probably be the 
last console released. The PlayStation2 
will have a good year head start and the 
Dolphin should have at least a few 
months. Dreamcast, if it's still around, 
will have a well-rounded and robust 
library of games, as well as an extreme- 
ly low retail price. It's going to be an 
uphill battle for Microsoft, but we're sure 
they're prepared. 

While the facts and opinions expressed 
in this feature seem to predict the suc- 
cess of the PS2, nothing is certain in this 
industry. No company has ever really 
dominated two generations in a row. 
Sony has definitely got a tough fight 
ahead of it, but it's not one to back down 
from strong competition. Neither are 
Sega, Nintendo and Microsoft. 
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A V«nture too far away from your ship 
and you start to run to enemies left 
and right. They aren't too difficult to 
defeat, but you know that things are 
going to get difficult soon. 


A This is the main boss of the Evil 
Forest, and the cause of all the dark- 
ness you see. Defeat it and you might 
have a chance at saving Hie poor little 
forest creotures... or so you think. 


A Actually, when you do manage to 
destroy the giant evil plant, things 
start to go crazy. The forest starts 
turning to stone, right in front of your 
eyes. Needless to say, it's time to get 


■Fa-R-EST 

After crashing, our lovable charac- 
ters discover that they're now in the 
Evil Forest, which got its name 
because of its lovely decor and lack 
of any really ugly monsters. NOT! 
This place is polluted with darkness, 
and it's going to try and get you in 
anyway it can. 


A The thing about the Evil Forest is that 
it doesn't look too evil right away. You 
see spots of sunlight every now and 
again. Everything looks tranquil... until 
the killing i^ins. 


Square s i>b9 

t hen you consider that it’s the 
last Final Fantasy title to 
appear on the console, Final Fantasy 
IX seems a bit out of place on the 
PlayStation. Rather than following the 
examples set by the last two Final 
Fantasy sequels, FFIX leaves the futuris- 
tic/cyber-world settings behind and has 
embraced the fantasy themes of the 
original titles. Basically, it's traded in 
’ its hKech cities and metal space- 
craft for small, rural towns and 
wooden airships. This change of 
focus hasn't just affected the areas 
you visit or the vehicles you ride in, 
though. It also influences the underly- 
ing tone of the game and the look of 
the characters, monsters and weapons. 


ting used to. Actually, there aren't that many new features, 
just elements taken from eartier FF titles. Turns are still based 
on the ATB (Active Time Battle) system established in FFVII 
and FFVIII, though. Parties can now have up to four characters 
in them, and each one can be positioned in the front or back 
row, depending on their abilities. If a character specializes in 
spells or long range weapons, it's better to put them in the 
back where they have less of a chance of being attacked. 
Speaking of specializing, the job classes from FFVhave been 
brought back as well, which means that characters only learn 
abilities that they're associated with. 

in FFVIII. a character that got hit with a certain number of 
attacks could perform a Limit Break attack. That's still basical- 
ly the case now, but instead of a Limit Break, the character 
goes into a Trance. In this mode, more commands/spells are 
available and attacks become more powerful. You can tell 
when a character's about to go into Trance mode by looking at 
the red meter located at the bottom of their status window. 


New Additions 


^ For the most part, FFIX plays a lot 
& like the last two sequels, but 
there are a few differences that 
require mentioning. Whenever you walk near an object that 
can be interacted with, an exclamation point appears above 
your character's head. No longer do you have to just random- 
ly walk around and click on things, hoping that something will 
happen. If you see the ! ", then you know that there's some- 
thing there worth clicking on. Another interesting addition is 
the Active Time Event (ATE), which allows you to see events 
that are happening elsewhere in a town or the world. At cer- 
tain times in the game, a little box will pop up, telling the play- 
er that an ATE is occurring. If the players chooses to, they can 
hit SELECT and watch the event. You can finish the entire 
game without viewing any of the ATEs, but you'll miss addi- 
tional info and background details about the other characters. 


Guardian Farces 


Most players should be excited to hear that a majority of the 
Guardian Forces are returning for this sequel, as well. Only 
now, they're called Eidolons and apparently take less time to 
cast. According to the developers of the game, the list of 
returning GFs includes Shiva, Ifrit, Odin, Leviathan, Bahumut 
and Carbuncle. There are probably more, but that's all that 
they would reveal. We have yet to reach a point in the game 
where Eidolons are used, so we can't yet comment on what 
they look like. Next month, we'll give the full details. 


Combat System 


While the combat system, in FFIX, will seem very similar to 
Final Fantasy fans, some of the changes may take a bit of get- 


Best Final Fantasy Yet? 


While not hyped as much as the last two titles. Final Fantasy 
IX is looking to be the most memorable of the PlayStation 
Final Fantasy titles. For a long time, fans have wanted the 
series to return to its fantasy roots. Now, they're getting their 
wish. Despite the fact that we haven't had a chance to get 
that far into game yet, we’re predicting that this Final Fantasy 
is going to end up being one of the most enjoyable RPGs to 
date. Will it be the best Final Fantasy game of all time? We'll 
let you know soon enough. 









A The game's titte screen shows Hie airship arriving at 
the city. Everything looks calm and peace^l. Nothing's 
out of the ordinary. That is, of course, before all hell 
breaks loose. 


A After a brief sequence on the airship, the focus of the 
game shifts over to Vivi Orunitia. He happens to be in the 
city at the same time, and is trying to get into the show- 
ing of the play. 


A Sadly, it turns out that rite ticket he's been given 
is fake. Since there's no time to get another ticket, our 
little Oreo friend has got to figure another way to get 
into the showing. 



A After talking to one of the other city dwellers, Vivi man- 
ages to find his way into the palace via the rooftops. He 
sure is determined to see that play. 


A Eventually, the play takes place with several of the air- 
ship's crew participating. Let's just say that it's certainly no 
Shakespearean production. Bad acting seems the norm. 


A During the play, some of the crew members sneak out 
in on ottempt to kidnap the princess and take her with 
them. The ironic aspect is that she wants to come along. 



A The info screen has been streamlined a lot 
since Hie last game and is now much easier 
to navigate. You won't see anymore of those 
' • ■ • • FFIX. 


infusing, overlopping screens 


4 While o bit 
thick-headed, 
Edword Steiner 
does his best 
^ to protect the 
princess. 




around 

with 


A Final Fantasy IX is loaded with different 
types of mini-games. One of the first ones is 
this skiprope test that challenges you to 
successfully jump over the rope a certain 
number of times. K you do, you get an item 




' A The amount of detail in the backgrounds is staggering. 
It goes to show you what 300 people, working on a single 
game, can achieve. FFIX just looks breathtaking, 


The main area that you travel around in is called , 

the Mist Continent, aptly named for all the fog ' 

that seems to linger, it's where most of the first I 

part of the game takes place. Unfortunately, we ^ 

aren't sure how big the overall world of FFIXis, 

so we can't really comment on what percentage going. We guess that's the whole chai- 
of the world this continent takes up. It looks wSh^“''* 

pretty big, though. 
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A If you hit SELECT when tfie ATE window comes up, you con choose which event you wont to watch. After the 


A More so than in most RPGs, the NPCs tend 
to have informative things to say. A mojority 
still don't say anything important, but a lot 
will inform you about the tovm and provicle 


you with useful tips. 


< A young 
member of the 
race of Dark 
Mages, Vivi 
Orunitia packs 
I a pretty good 
I punch as your 


> Since the game is set in a fantasystylf 




sorts of strange charcler 


As mentioned in the body text, Active Time Events are a new addition to FFIX. Basically, they allow you 
to view events in different areas and learn more background information about the characters. 


This is the last place we had a chance to visit before 
this preview was due. Sorry, we have a really strict 
managing editor. Anyway, after arriving here in your air- 
ship, you meet up with the King and explain all the 
events that have happened to you so far. Apparently, 
he ends up sending you on a special quest. 


ff 


We haven't had a chance to see the Guardian 
Forces of FFIX in action yet, so we can't really 
comment on them. However, that doesn't mean 
we can’t give you a peak at what they're going to 
look like. Here are some CG renders of two of the 
Eidolons, Bahamut and Odin. 


A The castle looks quite intimidating os you approach it. 
Thonk goodness that the inhabitants of it are a lot more 
inviting and are eager to see you. The King's even friendly. 


A After a bit of waiting (all royalty seem to be late), 
get a chance to see the King and talk to him. He's a pi 
ty short fellow, but he's long on words. Just be patient. 


If you look at all the places that 

you have to travel through dur- 

ing the first few hours of the TjMB 

game, there is no location as 

frustrating as the Ice Cavern. cav*^'"ii s^ms p 

Not only is the boss difficult to There shouldn't be 

defeat, but you seem to get 

attacked by random monsters 

every 5-6 steps. 


A Sadly, this area of the game per- A The good thing is diat the ron- A Here's a look at the boss who 
sonifies why we tend to hate ran- dom battles give you a chance to ended up being the bane of our 
dom battle encounters. You have build up your characters' levels existence. We don't know if we 
to fight something like every eight before you have to take on the were doing something wrong or 
seconds or so. That plain sucks. pain-in-rire-butt boss character. not, but he was quite difficult to 
defrat. 
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Generally, in our previews, we don't like to include 
too many opinions. That's because the games we 
talk about aren't completed yet. They're all pretty 
eariy, and it's hard to know how they'll turn out. In 
Final Fantasy IX's case, we had a chance to play the 
finished Japanese version of the game. And since 


You haven't lived until you've been in Japan for the launch of a new Final Fantasy title. Go to any major shop- 
ping area and you'll see a long line of people waiting patiently for their copy of the game. Final Fantasy IX drew 
even larger lines, despite the fact that it wasn't marketed as much as the past two games. Apparently 
Japanese gamers are really into the fantasy setting, which is probably why the title sold around 2.6 million 
copies on the first day. In comparison, FFVII took about a week to reach that same milestone. Anyway, check 
out these photos, taken just shortly after the stores opened on launch day. 




► FFVIII unfolds with a » 
dramatic kidnapping 
of the princess. 1he iron- 
ic part is thot she wants 
to come along of her 
own free will. 


^ One of the main characters 
in the game, Zidane Tribal Is 
your typical, misunderstood 
hero who just happens to have a 
tail. Could love bloom between 
him and the princess? 


the U.S. version will be practically the same, we feel 
justified in providing our first impressions of the first 
couple of hours of gameplay, 

ST-EV-ES While being a 
huge fan of the PlayStation 
versions of Final Fantasy, 
I'm glad that the series has 
headed back to its original 
fantasy focus. And while the 
lead characters don't seem to 
be as memorable as Cloud or 
Squall, they still are very unique and 
seem strangely appropriate. \^sually, this game is 
beautiful and beats out both FFVII and FFVIII in 
terms of originality and variety. There's just so much 
to take in. On the negative side, FFIX Is quite a bit 
harder than the last two games. I can't even begin 
to count the number of times that i died in the first 
few hours of playing. Also, random encounters 
seem to occur a lot more now, with battles taking 
place almost every 6-8 seconds. In some areas, it's 
even worse. It actually gets to be quite frustrating 
because your characters can't seem to make much 
progress without taking on some enemies. Let's 
hope this doesn't occur throughout the whole 
game, because it would really detract from the over- 
all experience. 

randy: Up until Final 

Fantasy VII, the series has 
been influenced more by 
fantasy rather than science 
fiction. Since I have always 
favored the fantasy look 
and theme, its return is very 
welcome. ITie unique blend 
of blatantly fictional character 
models, and overall fantastic appear- 
ance of towns and other areas with a compelling 
story captivates me more than realistic, future 
atmosphere of VII and VIII. Somehow the other two 
seem more artificial and less involving. Besides this 
change, the game seems to be everything we have 
come to expect: great graphics, music, and game- 
play. The only major problem I can detect up until 
this point is the game's difficulty. Although I may be 
having trouble because of the language, FFIX still 
seems too HARDIN 


A Many oF the stores had up posters and signs in order to A Lines like this were commonplace on the day that FFIX 
let gamers know that the game wos out. We're sure pret- launched. In fact, they're commonplace anytime a major 
ty much every gamer knew already. game is released in Japan. 


TRAVELINCj 

Ttne Skies 


A As with any RPG, this is the last screen 
you ever want to see. Fortunately, the 
save points in FFIX are close enough 
together that you never really hove to 
backtrack that much. 


Since your first airship is destroyed at the start of the game, you're 
going to have to find another one soon. It's the only way that you can 
travel around the continent rather easily. The residents of a nearby 
town are nice enough to loan you theirs, but only because you need it 
to take the princess to Lindblum Grand Castle. 


After rounding up your troops, it's Take a gander at what your new 
time to b«ard the airship and take airship looks like. It's not quite state- 
off. It's not quite up to the standards of-the-art, but it can take you from 
^ your first ship, but at leost it's in point A to point B without too many 
one piece and can still fly. problems. 


Here's another look at the airship. After getting onboard, you end up 
using the in-game graphics, fighting a character that belongs to 
Granted, it's not as impressive as the the same race as Viri. For some rea- 
FMV sequences, but it still looks son, he throws all the other passen- 
pretty goocL gers over the side. 
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the game/ you don't have to play them in a 
lineor monner. You hove a goM deal of free- 
dom in selecting which tracks you wont to 


actually quit* good and they'll rtim you«r 
given the chance. Whatever you do, don't 
get In the middle of a pack of them or 


Publisher THQ 
Deveieper Dark Black 


PsIeasB Date Fall 
Type Skateboarding 
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Publisher Midway 
Developer Studio 32 


Release Date September 
Type Racing/Action 


DESTRunnnN 

Derby Raw 


rou D0ITer 

I ell, it's been some time, but the Destruction Derby series has finally resur- 

t faced and is crashing its way onto the PlayStation this fall. The third title in 

the series, Raw, packs over 30 different tracks, many of which are designed to get 
you into huge wrecks, and about 24 different cars, a majority of which are initially hidden. 

The challenge, this time, is not just in getting first place in the races, which is often difficult to do, but 
also in accumulating the required number of destruction points in order complete each level. These points 
are awarded each time you cause some damage to the other cars. The greater the damage, the greater 
the points. The only problem is that when you hit an opponent, you often get damaged yourself. Take too 
much damage and your car is toast. Game over, man. 

Being huge fans of the Destruction Derby series, we were happy to see the inclusion of numerous 
game modes aside from the straight demolition racing. The classic Destruction Derbyis here, along with 
some nice surprises like "Pass Da Bomb", where the object is to be the person 
without the bomb when it explodes, and "Skyscraper", where you have to 
brawl it out on the roofs of various 
highrises. Where else can you 
have this much fun smashing 
r up your car? 

< Whenever you hit someone 
and cause them to crash or 
swerve, you are awarded 
points. Also, the name of the 
'trick" that you caused shows up 


< Pass Da Bomb is a great addi- 
tion to the game and is especially 
fun when playing against your 
friends. The object is to pass the 
bomb to another car by touching 
it with your own. 


A Cars get damaged rother 
realistically. You'll see pieces 
fly off whenever you hit 
another car or slam against a 
wall. Crash too often and 
you're car won't run anymore. 


gets in on the skateboarding craze 


A Multiple types of grinds will be possible by using the directional pad before 
landing on a roil. 


A The Survival Mode starts you off 
with very lithe time. You must perform 
high-value tricks to keep the timer 
from running out. 


A You'll be able to take several fanta- 
sy skaters through the Lifestyle mode, 
building their slats and sponsorships 
along hie way. 


HQ's entry into the burgeoning PlayStation skateboarding category will feature at least 
' 30 pro and fantasy skaters (including the likes of X-Games star Andy Macdonald) with 
which to tackle the game's 40 indoor and outdoor locations. Your 
skater will be able to draw from a pool of sixty tricks, which 
will be linkable to create custom combos — the bigger 
the better, as the points they result in will earn you 
money and better sponsorships. 

Perhaps the most unique feature of the game, 
however, promises to be the fact that computer-con- 
troller Al skaters will be competing for points simul- 
taneously with your skater, which means that the 
possibility for collisions is high. If that’s not enough 
challenge, the game will also boast ten different 
modes, ranging from Freeskate to a "hot potato"-style 
Timebomb contest. 

With its bevy of sponsorships and licensed music (includ- 
ing Cypress Hill, Pennywise, and others) MTV Sports Skateboarding ^ode, you'Kve to^co"- 
looks to have the skateboarding culture aspect down pat. We'll find ““ of the mtv i< 
out how the rest of the game holds up. 


stage before the 




Unleash Ex>at(oads.9i mayhem over 
landj^sea or ; / . ■ 


Join Captain Blade and tu&C^aky in 
this non-St^ h'eflQ^pter sh^down; 
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ful for more than just 
blasting enemies — 
shooting ice crystals off 
these platforms uncovers 
updrohs to help Spyro 
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Publisher Sony 
Developer Insomniac 


Release Date October 
Type Platform 


ho would've thought that a little dragon that can bare- 
ly fly would complete his first adventure, let alone go 
on to star in two sequels? Now on his third outing, Spyro has 
a much larger world to explore, new tasks to complete, and a 
supporting cast of playable characters, each with their own 
unique (and very useful) gameplay mechanics to learn. 

As the story goes, every 100 years, fairies deliver the lat- 
est batch of dragon eggs to Spyro's home turf of Dragon 
Shores, hence the year of the dragon. Only this year, an evil 
sorceress and her minions have stolen the eggs and spirited 
them away to the Forgotten World, which lies beneath 
Dragon Shores. Spyro's the only 
dragon small enough to fit 
through the hole they left, 
so his role as adventurer is 
quickly cemented. 

1 Drawing on 

this backstory, the 
game's underlying goal 
is to collect all 148 drag- 
on eggs and, in the 
process, hatch the little crit- 
ters inside — each of which 
has their own name, look, and per- 
sonality. You'll earn these eggs by 
completing a variety of tasks, which 
range from simple "clear all ene- 
mies from the area" affairs to more 
elaborate puzzles and even mini- 


games. Of course, completing this 
myriad of tasks won't be an easy romp 
by any means, and that's where Spyro's 
friends come into play. 

As you progress through the game, Spyro will 
encounter four critters, each with their own spe- 
cial abilities, including a flying penguin, high-jumping 
kangaroo, gun-toting space monkey, and a Yeti-like 
strongman. They can all do things Spyro can't, and 
each will have their own stages to solve. And when 
Spyro goes head-to-head with the game's mini-boss- 
es, they'll be there to back him up. 

That’s not to say that Spyro 
won't have his own share of 
advantages, though. In fact, in 
addition to his basic charge, fire, 
and head-stomp moves, you'll be 
able to operate machinery, fire cannon 
turrets, drive vehicles (such as a subma- 
rine) and acquire flame, flight, and invulnerability power-ups 
along the way that are essential toMCtory, 

Promising 37 levels in total anmmalK levels that are 
nearly four times the size of Spyro 2's, you can be sure 
Spyro; Year of the Dragon will offer up a sizeable quest. And ^ Spyro's back again; this 
with all the gameplay additions, it's shaping up to be a much trying to s ave all the dragon 
deeper one to boot. The game's slated to hit this October, so 
fans of the first two (and platform fanatics in general) will want 
to keep an eye out. 


A The game's speed rounds have been 
improved via the addition of speed boosts 
and rockets that Spyro can fire at enemies. 



Mil 








One of the cooler-looking mini-games sees Spyro 
pulling off stunts on a skateboard with the aid of his 
wings. Talk about major air! 


In addition to the various tasks you're assigned, you'll 
also be able to acquire dragon eggs by successfully 
completing the mini-games scattered throughout the 
game. They're accessed via the main game worlds, 
so finding them will be an adventure of its own. 


In Cloud City (not the Star Wars one], 
you'll be tasked widi helping three sun 
seeds reach a cauldron without burning 
out. Your fiery breath should do the job, but 

B ^'ll hove to keep up with the speedy 
e guys. 


■PKevretos 


77 


N^UI 

ClH1=ILL.-ENGE5 




A Agent 9's home turf also doubles os a training course, complete A In this stage, you've got to drop weights on switches and fend 

with loads of enemies to blast with his laser pistol. off flying enemies while doing so. 


A Before you can say "over easy," the 
little guy will pop out end thank you. 
How cute! 


CaDTTfl 
■HflTC-H 
•'■Em -Hll! 

The eggs you've got to track down 
aren't just of the hard-boiled variety. 
Each one has a little dragon inside 
just waiting to hatch, and when they 
do you'll find that they all have their 
own unique name, looks, and per- 
sonality — kinda like the monkeys in 
Ape Escape. 


A Complete a task, and a dragoi 
will be presented to you. 


crush diese monster- 
generating huts. If 
you don't, they'll just 
keep on coming. 


^ There's even going 
to be a pirate ship- 
themed level, complete 
with Rynocs masquerad 
ing as ghosts. 
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Publisher Square Release Date TBA 

Developer Square Type Action/RPG 





Don't let her beautiful \\ 
looks mesmerixe you. , 
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Square's Answer to Resident Evil? 


D he NMC's are airborne! Once this deadly virus 
enters the body, it begins mutating the organ- 
ism's DNA, which alters the animal into a monster. 
Although many monsters are mutated beyond recog- 
nition, it appears that everything from people to ele- 
phants make an appearance in Parasite Eve 2. 

Once again, you play the role of the attrac- 
tive Aya Brea, who must destroy this virus and all of its 
deadly mutants. To aid in Aya's mission, players are provid- 
with various weapons, such as grenade launchers, 
machine guns, and pistols. Aya also has eight different mag- 
ical attacks which can be leveled up with experience points 
that players receive in battles. 

Those who thought that the battles in the first game seemed 
little slow, but liked the idea of being able to move around 
1 freely, will be happy with the improved fighting interface. The 
V battles feel much more action-oriented, like those found in 
^ the Resident Evil series. Although RPG purists may think 
I this style strays too far from the standard RPG battle system, 
& the inclusion of magic, experience points, and singular 
H attack patterns for each enemy maintains an RPG feel in 
Parasite Eve 2. 

If anything, the fast-paced action adds an 
element of strategy to the battle system. Since each 
enemy has unique defenses and attacks, knowing your 
enemy is necessary to proceed through the game. This 


charged by a bull 
mutant in a comer, 
using magic will 
halt it in Its tracks. 


doesn't simply involve taking advantage of enemies' defensive weak- 
nesses, but using their attack patterns against them. Although Aya's 
defensive strategies involve only tricking enemies by running and 
dodging, perhaps Square could make the battles even more exciting 
if Aya could interact with the backgrounds. Imagine setting traps, or 
performing crazy moves from the walls on enemies. 

With beautiful graphics, a dark soundtrack, and a decent story to 
compliment some interesting gameplay. Parasite Eve 2 is shaping up 
to be a full-blown virus none will be able to resist. 





Dodging attacks usually leaves 
enemies open to counterattack. 
Counterattacking is a useful tactic to 
conserve ammunition and magic 
points. Even knowing when to run 
away from certain enemies may be 
necessary in order to win later fights. 


Dodging this mutant dog (or bull?) 
and letting it knock itself out is the way 
to victory in this bottle. 


This is not the situation to be in. It is 
usually better to run bom the bats; 
they are cheop. 


LaOKlN’l 

goodI 


this point, some of the CGs of 
Aya encouraged very bad thoughts. 
But a slinky woman is always a 
turn-off. Thanks a lot for ruining my 
fantasy, Square! 


The graphics in this game are great; the CG 
sequences are especially gorgeous. Trust us, the 
provocative shower scenes are worth it! 


> Aya takes a shower! Lara has nothin' that Aya can't 
handle. Is it getting hot in here? 
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A After falling out of a building, you end up 
on this flog pole and have to make it back 
inside. Hit the X button at just the right limes 
and you can maintain your balance. 


A The game starts out with a rather simplis- 
tic, Bust-A*6roove-style dancing game, 
where you have to hit certain directions and 
buttons on the beat. Check out those moves! 


4 In a scene straight out ^ 
of Raiders of the Lost ■ 
Ark, our "typical" 1 
Japanese business man ' 
has to outrun a large boul- 
der, which happens to be 
rolling through his offices. 


' A This game kind of plays like a Konami Tratk & Field title. 

You mash the button as fast os you can in order to slow down 
the elevotor. However, you also have move out of the way of 


Incoming debris. 
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Publisher Titus 
Developer Pulygon Magic 


Release Date Fall 
Type Action/Mlni-gemes 


Japanese family 

y far, Incredible Crisis is one of the strangest and most unique titles we've 
seen on the PlayStation, it's got a premise that just makes you sit back 
and say "Wow! " The game follows the daily adventures of a Japanese family. 
Only, on this particular day, the family members are having their share of bad luck. 
Everything that can go wrong seems to go wrong, and it's up to you to make sure 
that they all make it through the day in one piece. 

In order to do that, you've got to play through a collection of different mini- 
games, ranging from simple hand-eye coordination exercises to more advanced 
action-based segments. There's even a time when you have to guide the wife 
through a bank full of armed terrorists. Basically, if you can think of it, it's probably 
in this game. 

The PlayStation is very lacking in the party games department, so Incredible 
Crisis comes as a welcome surprise. It's looking to be one of those titles 
you can play over and over again and never get bored. And every time you 
play it, we'll bet it brings a 
smile to your face... or at 
least a puzzling look. 


T Not all the games 
are action-based. 
Some, like this ombu- 
lance quiz, will test 
your knowledge on 
everything from 
world history to basic 
mathemotics. How 
smart are you? 




Publisher SDD 
Developer 3DD 


ARMY MEN: 

Air Attack 2 


▼ This game gets quite 
chaotic with fire coming in 
from all directions. 


tern that allows players to unlock hidden vehi- 


A The speed of the pumpkin's fireballs A Usten to your commander in the bottom A The chopper's super weapon not only quailiy OT TOrmer games naS 0660 meOIOCre at 
makes dodging these projectiles tough. left comer. His hints are very useful. looks cool, but causes serious damage. beSt, letS hope that 3D0 Can Stay On traCk and 

redeem the Army Men name. 


Army Men terrorize toy land! 


A When things get out of hand, it may be prudent to activate your shield. Otherwise, 
things may get just a little bit "toasty". 


he latest addition to the Army Men series is 3D0's 
Air Attack 2. Already This title seems much more 
promising then previous installments, with 26 new missions 
in ten different environments, such as the Japanese Garden, 

Halloween Night, and Wild West levels. Halloween Night is par- 
ticularly fun. You must battle fire-breathing pumpkins and attacking 
enemy infantry in an attempt to rescue the head of a decapitated doll — it seems like cig- 
arettes weren’t the only things smoked during the development of this level... 

Air Attack 2 also has five new helicopters, each equipped with a machine gun, mis- 
siles, and a grappling cable. You can use this cable not only as a means to collect items, 
but also as a weapon. For example, you can 
grab a pumpkin and launch it into your 
opposition! So far, launching various objects at 


To increase the replay value of the game. 







DON’T BE AFRAID DF 
THE DARK. 

BE AFRAID DF 

WHAT’S IN IT. 







"Alien Resurrection is the most technically 
superb game available on the PlayStation" 
PSExtreme 




• * • 


"Compelling gameplay and genuine tension set 
Alien Resurrection above all other FPS games." 

Gamers Republic 
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A This poor sumbitch doesn't know it yet, 


Release Date TBA 
Type Action/Platform 


Publisher Capcom 
Develaper CapcDm 


BZ 




>to the right, as well 

anna climb into a high-powered racing car and turn left a whole bunch of 
UlU times? Well then, NASCAR 2001 may be just the ticket you’re looking for. EA's 
latest version, due out this fall, features a brand new game engine with enhanced 
graphics and car physics. But wait; there’s more... 

NASCAR 2001 will feature 35 active drivers and cars updated for the 2000 season. 
Each of the computer Al cars will emulate the driving style of its real driver; Dale 
Earnhardt will dive low into the corners, while Jeff Gordon powers smoolbty through 

the turns. You'll be able to compete as your favorite . .. 

driver or you can create your own good ol' boy and 
try to beat Richard Petty’s record of seven NASCAR ■ 
championships. There will also be 19 official 
NASCAR tracks, as well as five fantasy road cours- 
es, set in New York, San Francisco, Hawaii, Colorado 
and Kansas (Kansas?}. 

Even at only 85% complete, the cars are beauti- 
fully detailed and the tracks, at least the ones that 
are currently finished, are pure eye candy. Couple 
this with Single Race and Season Modes, one or 
two player gaming, and true to life sound effects, 
and it looks like EA wilt be sitting in the pole position 
this fall. We’ll let you know more when we hear 
more. Y’all stay tuned. 


A This inside the cockpit view reoliy mokes A The Goroge a 
you feel like you're a "good ol' My". All your cor up for < 
that's missing is the drink holder... particular driving si 


^ The lighting effects ore breathtaking, 
vyfith the sun in your eyes, it's mighty hai^ 
to see the next turn. 


^ A NASCAR nightmore: "Heyl What the... Oh nol It's a 
right tumi Aaaaah! Viriiat do I do???" 
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Wj^h'trangely enough, one of the most suT 
prising titles at this past E3 wasn't on 
the PlayStation2. In fact, it wasn't even 3D. It 
was the latest sequel in a series that first 
appeared on the Super Nintendo, Mega Man X5. 
Yup, the lovable robot hero is back and he's 


weapon o 
choice is his 
sword; the 


brought along his partner. Zero, too. 


While similar to X4 in may ways, this 


sequel does introduce a few new things to 
the Mega Man formula. This time around, iev- 


es. Ob, yeah. Sigma is once again 


destroyed with just a single swipe. 


complete a Stage will affect the game's ending as lems. He's diverted an asteroid-based space 


well as various other events. You colony, causing it to be on a collision course with 
can also create different weapons Earth. Now, you’ve only got 48 hours to intercept 
and weapon enhancements based the asteroid and prevent the total destruction of 


on the energy you steal from boss- the planet. Piece of cake. 


Considering we're pretty much at the tail-end 


of the PlayStation's lifespan, it's nice to see 
Capcom still releasing games that have that clas- 
sic old-school look and feel. The platform fans out 
there are sure to appreciate it. We know we do. 


A Here's the general menu where you can 
select which level you want to play. There 
are eight initial worlds, and all must be 
completed before you can take on Si^a. 


A Bosses come in all shapes and sizes. This is 
the first one you'll come ocross in the game. 
He's pretty eosy, especially when you cwtsid- 
er that he doesn't even have a body. 


4 The amount of detail in Mega Man XS is quite impres- 
sive. Capcom's artists have realty outdone themselves 
this rime and given the 2D backgrounds o lot of depth. 


Capcom surprises with a new 2D Mega Man game 






Release Date Fall 
Type Strategy 
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Publisher Empire Interactive 
Developer Mind's Eye 
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ow^e've seen it all. Despite having played games throughout our entire li\ 
nothing could have prepared us for the unique 


experience that is Sheep. This is, by far. one of the most 
unique and bewildering games we've ever come 
across. Put simply, the object of the title is to safe- A 
ly direct sheep, through vari- ^ 

ous obstacles, to UFO pick- raj’s,' tt ' B 
Up points. Now, that sounds an«l *»ave multiple 
a lot easier than it is. The H 

sheep suffer from what the help V 

developers call "Artificial oLT'^he'^^'difTewt ^ 
Stupidity", meaning they act so- ^ 

extremely unpredictably and 
will walk in front of a harvester at any chance they get. 


A if you don't pay attention and guide them 
right, your sheep wili end up being run over 
by something like this tractor. And you just 
know that they won't appreciate that. 


A Sheep aren't exactly the sharpest 
knives in the drawer, in fact, Empire 
Interactive refers to the little wooly 
critters' Al 


'Artificial Stupidity.' 


them out of your sight for even a second, or 
you’ll just end up with Sunday dinner. Yum... 


With it's simplistic controls and great 
amount of depth. Sheep should cater well to 
both hard-core gamers and well as the main- 


stream audience. And we're sure that's 
exactly what Empire Interactive is counting 
on. Expect a full review on this innovative 


A In later levels, things tend to get a be 
stranger. You have to worry about a lot 
more things, like these giant vegetables. 
They'll smash your poor sheep flatter than 
a poncake. Mmm... sheep pancake... 


^ You con earn extra points by getting your 
sheep to perform certain tasks in the levels. 
Here, something as simple as getting them to 


hurdles gives you the big score. 



Releass Date Fall 
Type Snowboarding 


Publisher THD 

Developer Radical Entertainment 


D he second snowboarding title from THQ ^ 
promises something that's sure to extend its A 
replay value: The ability to create and ride your own 
custom mountain runs. Using the game’s editor, 
you'll be able to place jumps, rails, trees, and other 
objects on a 2D grid, pop in to check it out. and 
then adjust everything until it's just right. 

In addition to this intriguing option, the game will V| 
come bearing a bevy of improvements over last 
year's offering, including revised controls, new tricks, ^ 
and 20 new courses. There'll also be four real-world 
snowboarders to choose from, in addition to several fanta- 


another 
ponent of spe- 
cialist mode. As its 
name suggests, the goal is to 
rush down a slope ond catch 
the most elevation possible 
off the ramp ot its end while 


A The Specialist mode will let you test your 
skills at a variety of specialized events, 
including the half-pipe. 


doing tricks. 


sy characters: not to mention 20 authentic snowboards and all 


sorts of licensed clothing to outfit 


your boarder with. 


Rather than just offer one route I 
down a mountain, the game will encour- I 
age carving your own way to the finish line ■ IMB 
by using shortcuts and various paths. I 
Several main gameplay modes are ■ 

planned, including a full tournament, and I 

a full-featured replay mode (complete •* 

. r, , . . • customize 

With slow-mo and other effects) is also in jumps, one 


J A There'll be all sorts of opportanities 
entire moun- to jump, grind, and show off your air- 


mountain blueprint. 


You'll catch 
serious air while 
ployit\g MTV's 
Pure Ride. 






supermaSi 


.opecman 


adward dirt 
practicing 


You thought ramps were the only way to 
catch some major air? Think again. On 
the Greenville dirt course, for example, 
trampolines are strategically placed to 
send you skyward if you hit therfi. You 
can even bounce from one to th^ next 
and perform tricks in between! 


A The first trompoline on 
course comes right after a 
that must be jumped, and 
be used to bounce onh 
second trampoline. 


supermaSi 

h^.tb'itec? 


UAVEMHIRA ^ 


Frestyle BMX 


■P'fK-BVIEUJS 

Publisher Acclaim Release Date Fall 

OevelDper Z-Axis Type Sports 

* 

1 


^ The Greenville vert course will offer plenty of 
opportunity to catch some major air. 


planned for the final version of the game. 
The famed BMX training ground at 
Woodward Camp in Pennsylvania offers dirt, 
street, and vert variations, as does the 
Greenville facility. Each locale offers its own 
unique set of challenges, whether they be 
the strategically-placed ramps of the vert 
courses or the pools, hills, and walls of the 
outdoor runs. 


mflJOK filHR 


amount of moves 


Extreme sports' Wmi ah'extreme 

Jf'5^ MX stunt games are set to explode on PlayStation 
in the next few months, but up until now we've 
only been privy to screens of the various offerings in the 
works. That all changed recently when we got a copy of 
Acclaim's effort, Dave Mirra Freestyle BMX, in the office for 
some good old fashioned hands-on gameplay — and so far, 
we're liking what we see. 

The most impressive aspect of the early demo is the 
trick system, which enables you to mix and match tricks 
and modifiers (such as "no hands" or "no feet") on the fly 
to create custom tricks. You could even launch into a No 
Hander, follow it up with a No Footer, and create a Nothing 
— you’ll completely let go of the bike for a 
split second. Acclaim promises that more 
than 1,000 unique tricks can be performed 

when you string them together. 


Graphically, the game is also shaping up quite welt. The 
stages all sport a good variety of textures, you can see 
much farther than in past-generation extreme sports title, 
and the skeletal animation system used for the riders pro- 
duces some smooth, life-like reactions during tricks. 

Throw in a career mode that'll let you take your chosen 
rider from rags to (hopefully) riches, and changes their 
appearance and abilities accordingly, and you've got a 
mighty tasty recipe. Whether it still tastes as good when 
the game's completed this fall remains to be seen, but we'll 
keep you up-to-date with the latest info until then. 


A ...until you're high enough to grind 
along this rail, which is placed otop two 
telephone poles! 


IYIrke You-r 

OlAJN 

By combining Big Air moves (ones that you 
perform off a ramp, for example) with mod- 
ifiers (such as "no hands" or "no feet") 
you'# be able to create hundreds of mix-and- 
match tricks of your own on the fly. They 
can even be chained together to create 
custom combos. 


doing o Superman... 


se, rt»e rider starts off 


A ...and transitions to a No Foot* 
creating the Superman No Footer. 









tars. Any i|uestlans?”-igii.Gaiii 


It’s not iust lacing. It’s a driving simulation so 


advanced and so authentic it’ll drive you mad. 

.. _■ • haeoH nn 


Comprehensive vehicle dynamics, based on 
collaboration with industry engineers. 
Authentically licensed cats: Lotus'", Aston- 
Martin", BMWT', AIfa-Romeo~ and mote. One oi the 
most advanced 3-D driving engines ever devel- 
oped. Is your mind ready lot this much reality? 


la s^eed! 


pomr 




Sega 

#Dreanncast,. 



^«laim' 

www.acclaim.com 









Publisher Electronic Arts 
Developer EA Sports 


< Madden 2001 


fallhfully recreates 
all of the stadiums 
of the NFL. Just 
check out the HHH 
Metredome, located 
in Minnesota. Locals 
call it "The Baggy". 


Tim Brown's forte is the long bomb and his donee style reflects that, with the 
hands in the air motif. A nice downfield block opened up the run offer the catch. 


On the other hand, running back Ty Vt^eately uses a brutal straight arm to open 
the way for his touchdown run. He c^ebrates with a simple "Raise the roof" move. 


"Oh my God! They took 
his head clean off!" 


Release Date Fall 
Type Football 


•Rf^evisuis 


BE 


ooks 


nmrfig team Th an ofd sta 




D his September, Madden football will be coming back 
to the original PlayStation for what may be its last 
stand before moving over to the PS2. Does this mean that 
the team at EA Sports just sat on their hands and took the 
easy way out? Absolutely not! 

Madden NFL 2001 looks great, sounds great, and plays 
great, even though it's still got a few months to go before its 
release this fall. EA Sports has pulled out all the stops and 
added a slew of new graphics and features that will make this 
game hard to stop. Let's check out the lineup, 

Madden's new player models show off a wealth of detail; 
wristbands, visors, facemasks, turftape and elbow pads are 
included for every player, exactly the way they wear 'em. 
You'll be able to recognize your favorite offensive lineman by 
his tape job, EA has also juggled the game physics to make 
blocks and tackles more realistic. A small DB will have trou- 
ble downing a fullback, while quick receivers will easily blow 
by a linebacker assigned to cover them. Touchdown celebra- 
tions were also made player specific, as were the taunts us 
fans know and love so much. 

The players aren't the only ones who got some extra 
attention. NFL coaches were recorded shouting encourage- 
ment to their players, as well as giving the refs some loud 
"advice” on how to call the game. John Madden is back 
again, obviously, but this time, his longtime broadcast buddy, 
Pat Summerall, will be doing the play by play. 

Other goodies to be included are a new defensive setup 
that will allow players to read the offense at the line of scrim- 
mage and adjust pass rush routes, linebacker drops and pass 
coverage instantly. There's also a two minute drill feature that 
will allow up to 10 players compete against each other to see 
who can score the most points. 


D-rnc-e -Fever 

While the NFL has often been called the No Fun League, they'll still allow a 
bit of dancing after a score. Let's compare and contrast the scoring and 
dancing styles of two of Oakland's finest — Tm Brown and Ty Wheately. 


It's also now possible to collect in-game "Madden cards" 
by performing certain tasks during a game. These cards 
can be collected and traded with friends via memory 
cards. Add in the Create A Team feature, and Madden NFL 
2001 is looking to be the main contender in the videogame 
football league. 

With a couple of months to go before the release of 
Madden NFL 2001, EA Sports certainly seems to have a real 
winner on its hands. It would take a catastrophic turnover to 
hurt this long time favorite title. 




After the boll is snapped. Viking QB 
Culpepper drops back and starfe read- 
ing the defense. 


A After a flagrant defensive 
faul, the offending player usu- 
ally steps forward to plead his 
cose. "It wasn't me... It was, 
uh... the evil me" 


A The Oakland Raiders toke the 
field and exhort the typically 
rabid Ooklond crowd... or 
maybe they're [ust saying 
"Don't shoot mel" 


preview- 


erage and 
Terry Glenn 
is off fo 
a touchdown. 


Culpepper hits receiver Chris Carter, 
who's almost dropped by a Potriot 
defensive back. 


Carter keeps his balance and tacks on 
1 5 more yards before being dropped by 
the free safety. 










Hndy macdonald 

1999 K-Games Gold medal, Uert Doubles 

1999 Ulorld Cup Uert G Ouerall Combined Champion 

Ulorld record for Longest Skateboard Jump - 56’ 10.75" 





WINDOWS 

35/98 



SegafefDreamcast 


Deftones 
Cypress Hill 
Pennywise 
System of a Down 
opm 
Snapcase 
Goldfinyer 
Pilfers 

Do Use for a Dame 
Flashpoint 



www.thq.com" 


MTV Sports; Skateboarding Featuring Andy Macdonald - Game and Software © 2000 Yeliowbelly Corporation. "MTV Sports" names, trademarks, and logos and all related 
titles and logos are trademarks of MTV Networks, a division of Viacom International Inc. "MTV: Music Television" and all related titles and logos are trademarks of MTV 
Networks, a division of Viacom International Inc. Game and software exclusively licensed and published by THQ Inc. MTV Sports exclusively licensed to THQ Inc. 
Skateboarding Featuring Andy Macdonald, the THQ logo and THQ are trademarks and/or registered trademarks of THQ Inc. All other trademarks and logos are property of 
their respective owners. All rights reserved. 









Ragnarok, the apocalypse, is approaching. Your ultimate purpose will transcend life itself. From the 


creators of ‘STAR OCEAN; The Second Story’ comes Valkyrie Profile™ a stunningly beautiful RPG adventure 


with a story like none before. 


Your mettle will be tested as you face tormenting decisions involving powerful issues of love, death 


and revenge. Destiny hinges on your choices, and your ability to recruit and train the souls of fallen warriors for 


a war between the gods. 


Heed the call. And find out why death is only the beginning. 


Valkyrie 

PlaySta 


j STAR OCEAN The Second Slor 
PlaySlalion logos are registered t 


ration. ©2000 TRI ACE INC. / PRODUCTION I.G. I ACTAS INC. . S'- 
rademark ol Interactive Digital Software Association. All Rights Reser 





The battle begi^^hen life ends. 



ENIX. 


□ 


Mild Animated Vioience 
Miid language 
Suggestive Thems 
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your complere manrhiy source For stFrhe 
neoiesr and coolesr playerurion chears 


Face it— you're a Code Junkie. You need 
every new PlayStation cheat and password, 
and you want 'em now. Don't worry, our 
sources are the best. Stay connected with 
PSM and your supply will never go dry. 



cade FIh 
□F rhe manrFi 


Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Each month we pull out those exceptional codes 
and cheat gems and award them with the dubious honor of Code Fix Of The Month, Look here for 
the hottest of the hot codes for the best games each month. 


Level Select And More 


If you get stuck while playing the gore-fest Nightmare 
Creatures 2, you can now easily skip to the next level 
by using this cool level select we found. This is actual- 
ly a debug menu that was left in the final game by the 
developers. Once opened, you will be able to jump lev- 
els in the game, but take care in using it, as you can 
screw up your character's animations and even crash 
the game. To unlock the level select, go to the Main 
Menu and press and hold LI + R2 + O -t □ and then 
press SELECT. If done correctly, the level select will 
appear in the upper left-hand corner of the screen. 

► Enter the cheat at the 
Main Menu and die 
level select will appear 
in the upper left comer 
of the screen. The top 
line is the level select 
which you use 1 and 2 
to change the level and 
press X while highlight- 
ing New Game to enter 
it. The second line is 
what you don't want to 
mess with (and disap- 
peers after «ther demo 
runs or you start a game). If you press O or □, the value of the sec- 
ond line will alter your character's animation, making him com- 
pletely uncontrollable. 




Invincibility 

; We've also come across the all important invincibility i 
■ code for the game. Once this cheat is entered, you ■ 
never have to worry about dying and starting over ever ' 
' again — your health bar even disappears. To become 
1 invincible, start a game and during gameplay, pause ; 
; the game by pressing START, At the pause menu, . 
1 press and hold LI -(■ R2 + O + □ and press SELECT 
; (the same code you used to unlock the level select). 

; When done correctly, the Cheats Menu will appear 
! and will have a Hero Unlimited Live option. Switch this ; 
; option on and when you return to the game, you can- : 
. not die. 


* Enter the inmncibilily 
code otihe pause screen. 


4 When the code is entered correch 
ly the Cheats Menu will appear. Just 
turn the Hero Unlimited Live option 
ON ond you'll invincible when you 
go back to the game. 


Grind Session 

Have All The Tricks 

Normally you would have to play through the Tournament Mode for some time 
before you actually unlock all the tricks that your skater can pull off, but now just 
enter the following code and all the tricks are yours right from the start. To get all 
the tricks, start a Tournament and pause the game during the action by pressing 
START. Now on the pause screen, press + and a message 

will be displayed to confirm that you entered the code right. Un-pause the game 
and every trick in the book will be yours to try, 

1 Start a game in Tournament Mode and pouse the 
gome before you try to enter the All Tricks code. You 
will see o messoge indicating that you unlocked the 
tricks if you enter the cheat correctly. 


< Normally tricks ore unlocked one at o time os you 
complete levels in the Tournament Mode, but now 
you con hove access to them all right from the start. 
After you enter the code. Pause the gome again and 
check the trick list for the new tricks. 




Glover 

All The Cheats You Need 


The following cheats will definitely get you through the game if you were having 
trouble before. You will still have to get that ball through some tough spots, but at 
least now you can keep going without worrying about losing life and starting over. 
If a level is just too tough, you can now skip it by using the Checkpoint select cheat. 
All of the following are entered at the pause screen you can reach by pressing 
START anytime during gameplay. When you enter a cheat correctly a message will 
appear with the cheat's name. — s. 

/Sri TOjigg r 

^ Enter the cheats while the gome is peused and os you press Ihe [«j 
buttons to enter the cheats they will appear along the bottom of 


R1, R1, R1, Lt, LI, L2, LI, L2 
R1.R1,R1, R1,R1,L2, R2, L2 
L2, L2, R2, L2, L2, L2, R1, Lk 
: R2, R2, L2, Lt, R1, Rl, R2, L1 
R1, L2, L2, R1, L2, LI, R2, Rl ' 
L2, L2, L2, L2, L2, L2, L2, L2 . 


. Cheat Menu 
. Infinite Lives 
. Infinite Health 
, Checkpoint Selectji 
, Call Ball 

, Disable Aif Cheats!, 


' When o code is entered right you'll get a message like this. 
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Coof 



«ttp!//uii 


SePTemecp £□□□ 
.DfllLYfiflDf1R.com 






Kurt Warner's Arena Football 

Uiilaashed 

Hide Your Plays 


Dune 2000 

Reveal Full Map 


We've come across a couple more cheats since 
our strategy for Gekido a few issues ago that will 
drastically change the appearance of the characters 
in the game. To be able to enter these two new 
cheats for Gekido, you're first going to have to play 
the game normally and get a high score, which isn’t 
very tough, since all you need is to beat 4000 
points. It should take you five minutes or less. Then 
once you die, do not continue and, at the High 
Score screen, enter one of the following as a name. 
Once a cheat has been entered, you can turn its 
effect on and off from the Options Menu and save 
it to a memory card. 


If you don't mind 
a lot of polygon clip- 


Deform Mode cheot 
at the High-Kore 


In Skeleton Mode 
every <hara<ter 
including the one 
you're controlling 
will become a skele- 
ton. This can at 
times get to be o lit- 
tle confusing. 


Just like in NFL Blitz (Arena Football's better-look- 
ing cousin), you can hide your plays from your 
opponent in the two-player mode. To do this, sim- 
ply double tap 4 while at the play selection screen. 
I The highlighting icon will disappear and to choose a 
I play count the number and direction of moves from 
your original starling position, then select your play 
' like normal, 

» Just double tap * 
at the play selection 
! screen and you'll 
make the highlight- 
: ing icon disappear 
so your opponent 
' won't get the scoop 
) on the play your 
' calling. This only 
. works in a two 
f player or mulh- 
I player game. 


It’s not thof lough 

to get a high score J jig 20 

ond b.i..8 oble U 2 gl XLviKiSe 

enter a cheat as , Jv 

your name makes / m 

it just that much ^ ^ TRAVtffirAAl 

more rewarding. ^ BONEOIAOC 

ZA2 

j p/ srevEWiWiD 
^ ^ IRA Hia 
^ ^ SARAHS 


i One way to keep the enemy from sneaking 
j up on you while playing Dune 2000 is to 
: enter the following cheat which will unlock 
' the full map for a level right from the start 
of the game. Once a map is completely vis- 
ible, you'll be able to scope out all the ene- 
mies positions, as well as locate all the 
good spice deposits. To enter the Full Map 
cheat, start a level and then press A to , , . , 

, iu u... u I • I i ^ ^"rer the cheat using the g I p and a Once the cheat b 

access the Sidebar on the right hand Side of x buttons in the sideiSr and not the should get message d 

the screen. Once there, highlight the □ O buttons on your controller. The only cheater and he enHre 
, , ,, ,, , , button you use on your controller is X, yours to peruse. 

X A A and D symbols on the sidebar and which you press while highlighting 

press the X button on the controller while S?*** **“ in 

on each one in the order listed.. When 
• entered correctly, the word Cheater! will 
appear on screen and the complete map 
will be completely uncovered. 


Vs. Bison il Hidden Bonus Game 

: The first cheat unlocks a hidden bonus game where 
I you have to fight the second version of Bison that you 
i meet at the end of the game. The game basically con- 
i sists of you picking a character and then trying to last 
i as long as you can against the fearsome Bison. To 
I unlock the Vs. Bison II game, go to the Main Menu 
; and highlight the Bonus Game option. Now press 
. SELECT Xf * t SELECT X+ * SELECT X**. 

When done correctly, a message will appear. To play 
' the Vs. Bison II bonus game, just select it from the 
Bonus Game screen. 


Samples In Maniac Mode 

This cheat is actually pretty useless until you unlock 
the Maniac Mode and unfortunately, we haven't 
come across a good code to open it. We are tracking 
it down, so you can open the mode in the mean time 
by playing the game. Simply complete Bison's 
combo set in the Practice Mode. Once you get 
Maniac Mode unlocked, all you have to do to t'e able 
to use samples in the mode is to highlight Practice at 
the Main Menu and press SELECT + SELECT j 
SELECT * SELECT ^ SELECT ■» SELECT ♦ 
SELECT SELECT t SELECT SELECT. 


SeKio 

Hidden Options 


Cheat 


Effect 


Deform Mode. , 
Skeleton Mode. 


DEFORMANIA 

80NECRACK 


4 OiKe you ent«r the 
«heat find the new game 
In the Bonus Game menu. 


As usual with a Street Fighter title, there are secrets 
to uncover and hidden cheats to try within Street 
Fighter EX2 Plus. We're sure that there are more out 
there, but for now we've been able to get the follow- 
ing two cheats to work. 


» In the Vs. Bison II it's 
I you against a really pow- 
i erful version Bison. You 
' basically hove to bst os 
long as possible for a 
, score, a fun diversion 
; from the regular gome. 


A When you enter the code correctly this messoge will be dis- 
played but to actually ploy using the samples in Mania>: Mode 
you have to unlock the Maniac Mode. 


300000 ! 
2Mp00|i 
.dtOOOO 

isopojo J' 
1«4!oj| 
loppqpT: 
25000^; 

3500pf 


V Enter the code at 
the Main Menu ond be 
sure to highlight the 
Bonus Game option 
before you start. 
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Hidden throughout Alundra 2 are puzzle pieces, 60 
of them to be exact. There are some to find in just 
about every level and mini-game and it can be quite 
the chore to collect them all. Thankfully we've been 
able to put together the following lists of where 
each one can be found. The first list shows how 
many puzzle pieces there are in each area and the 
second list details their exact locations. 


Bombed Paco Village 1 1 

Kindra Forest 

3 1 

Tortuga Beach 1 1 

Toroledo 

4 ^ 

OxTank 

5 ^ 

Howling Cave 1 i 

Dun Webb 

4 1 

Yagin Harbour 1 /| 

Puerto Medusa 

4 a 

Milenas Mansion 

4 H 

Gwaba Town 

5 1 

Seagull Ruins 

^4 

Eden 1 M 

Eden Ruins 

5 1 

Paco Village Ruins 1 n 

Church Of The Key 

3 3 

Turnkey Dam 1 / 

Mount Fiedrake 1 ! 

Dragonia 

3 t; 

Varuna Ruins 

3 k 

Star Key 

3 J 


Exact Location of Puzzle Pieces 

1. Kindra Forest along the path Prunewell 
came from 

2. Mt Sparrowhawk Alexia gives you one 

3. Paco Village Bombed explore the debris 

4. Tortuga Beach along the wooden veranda 

5. Toroledo from the Cow Princess 

6. Toroledo in the back of the Inn 

7. Toroledo by Lord Jeehans shrine 

8. Ox Tank in piston room 

9. Ox tank in the upper level with the flame 
throwing Mephistoids 

10. Ox Tank in the bushes outside 

11. Dun Webb over the pit by the first save point 

12. Dun Webb conveyor belt room 

13. Dun Webb in the elevator shaft behind the 
green door 

14. Puerto Medusa Gold Badge Testing Center 
first room 

15. Puerto Medusa ' " next room 

16. Milenas Mansion in the garden shed 

17. Milenas Mansion two rooms past 
the Kinokodile 

18. Milenas Mansion on the balcony 

19. Gwaba Town next door to the store's 
second floor 

20. Gwaba Town in Joses House 

21. Gwaba Town in Linda's House 

22. Puerto Medusa in the Catch The Falling Vase 
mini game 

23. Seagull Ruins solve the fireball launching blue 
statue puzzle 


Seagull Ruins in the dungeon with the statue 
on your head puzzle 

Seagull Ruins shoot the four invisible lanterns 
Seagull Ruins in large room with block and 
bomb puzzle 

Eden Village in the shed on the island 
Eden Ruins in dungeon with gold statue and 
spikes on same platform 
Eden Ruins next room down in the pit 
Eden Ruins in the pit drop down from L 
shaped walkway 

Eden Ruins in the pit next to the grapes by 
the gold statue and the crystal puzzle 
Eden Ruins in the gold statue maze 
Paco Village behind the doorway on the hill 
Dog Mini Game behind gold statue 
RC Car Mini Game in circuit A 
Gwaba Town in the town hall behind two 
gold statues 

Church Of The Key under gold statue 
Church Of The Key under stone statue in the 
lava river 

Church Of The Key on a ledge by the trees 
Mt Firedrake by telepads in a dead end 
Dragonia in the invisible sentries room 
Dragonia on the high platform after bomb 
block corridor 

Dragonia in the flame thrower puzzle room on 
the ledge 

Gwaba Town in Sues House use all your 
rings here 

Toroledo in the Bull Waiting area shoot lantern 
Yagin Harbour in the Inn light the lantern 
Ox Tank burn the trees down 
Ox tank shoot the three green crystals 
. OxTank shoot invisible block under the 
large cannonball 

, Dun Webb enter the top door outside by the 
rolling balls 

, Seagull Ruins jump down in the pit and light 
the six lanterns. The pit is located to the far 
right in a room with gold statues and 
spinning sentries. 

Turnkey Dam a Puzzle Piece is hidden behind 
the entrance 

Puerto Medusa Gold Badge Testing Center 
inside a gold statue 
Milenas Mansion light the unlit 
lantern in the bed room 
Varuna Ruins in room with two 
green statues and line 
of torches 
Varuna Ruins in the 
room where the chests 
keep falling down when 
you kill the creatures it's the last 
chest to fall down 
Varuna Ruins past the invisible 
spinning blades on the ledge 
Star Key south door solve the 
four switch puzzle 
Star Key in the room with 
bomb throwers and statue 
Star Key jump over the spiked 
platform from the ladder 



rip lines 


|nirt eed help on a game? Then call the people who 
made it. For your convenience, we've gathered 
"^he following list of tip lines for PlayStation game pub- 
lishers. Most of the numbers are 900 toll calls, so be 
warned— they will cost you. If you are under 1 8, you 
should get permission from whoever pays the phone 
bill before calling. Also, we don't maintain any of these 
lines (other than our own), so we aren't responsible 
for the information available on them. 


Acclaim.. 


..(516) 759-7800 


Activision 

(900) 680-Hiill 

American Technos (408) 453-9823 

ASC Games 

(203) 655-0032 

Ascii 

(900) 288-272i 

Atius Software. ... 

(714) 852-2351 

Bandai 

(310) 926-0947! 

Capcom 

(900) 680-2583! 

Crystal Dynamics 

(900) 7374767 

Data East 

(900) 454-5435 

Eidos 

(900) 7734367 

sElectronicArts... 

(900) 2884468! 

Fox Interactive .... 

(900) 225-5436! 

GT Interactive 

(970) 522-1797 

iHot-B 

(415) 568-9501 

Interplay 

(714) 553-6655 

[Jaleco 

(847)215-1811 

KOEI 

(415)348-0500 

fiKokopeli 

(900) 370-HlWl 

iXonami 

(900) 896-4468 

Lucas Arts 

(900) 740-JEDI 

Maxis 

(510) 933-563G 

Microprose 

(900) 773-Him 

Midway/Williams 

(903) 874-5092 

! Mindscape 

(900) 7374468 

i Namco 

(900) 737-2262 

Ocean 

(408) 289-1 20() 

Playmates 

(714)428-2112 

Psygnosis 

(900) 976-4468 

Ready Soft 

(905) 4754801 

Sony CEA 

(900) 933-7669 

Sierra 

(900) 370-5583; 

[Spectrum Holobyte (800)69&<3AME 

Square Soft 

(900)407-KLUE 

Strategic Simulations. (408) 737-6800 

[Technos 

(408) 453-98^ 

Tecmo 

(310) 787-290d 

Ithq 

(900) 370-Hllffl! 

lime Warner 

(408) 473-9499 

Trimark 

(310) 392-3243 

Ubi Soft 

(800)UBI-SOFTj 

[ Viacom 

(303) 7394019) 

1 [Virgin 

(900) 28847441) 

^ JJ 
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Lots Of Cash 

800C7254 03e7 

Start On Level 1-3 

d001534c0000 


801643341000 


800C7256 03e7 


8001534C0002 

Infinite Ammo Handgun 

....e001045d002c 


800C7258 03e7 

Start On Level 2-1 

d001534c0000 


3001045c00ff 




8001534C0003 


e001045f002c 

irTiiii 

Start On Level 2-2 

d001534c0000 


3001045e00ff 

Press R1+L1 to Skip level 

d0089e5af3ff 


8001534c0004 


e001 0461 002c 


8007305C0003 

Start On Level 2-3 

d001534c0000 


3001046000ff 

■ Infinite Health-Level 1 

d008f4d00001 


8001534C0005 


e001 0463002c 


801222e81000 

Start On Level 3-1 

d001534c0000 


3001046200ff 

Infinite Health-Level 2 

d008f4d00002 


8001534C0006 


e001 0465002c 


801326881000 

Start On Level 3-2 

d001534c0000 


3001046400ff 

Infinite Health-Level 3 

d008f4d00003 


8001534C0007 


e001 0467002c 


80125b981000 

Start On Level 3-3 

d001534c0000 


3001046600ff 

Infinite Health-Level 4 

d008f4d00004 


8001534C0008 


eOOl 0469002c 


801252501000 

Start On Level 4-1 

d001534c0000 


3001046800ff 

: Infinite Health-Level 5 

d008f4d00005 


8001534C0009 


e001046b002c 


801115781000 

Start On Level 4-2 

d001534c0000 


3001046a00ff 

Infinite Health-Level 6 

d008f4d00006 


8001534c000a 

Infinite Handgun -i- Long Magazine ..e001045d0030 


801254501000 

Start On Level 4-3 

d001534c0000 


3001045c00ff 

! Infinite Health-Level 7 

d008f4d00007 


8001534c000b 


e001045f0030 


80123a081000 

Start On Level 5-1 

d001534c0000 


3001045e00ff 

i Infinite Health-Level 8 

d008f4d00008 


8001534c000c 


eOOl 0461 0030 


801160b81000 

Start On Level 5-2 

d001534c0000 


3001046000ff 

Infinite Health-Level 9 

d008f4d00009 


8001534c000d 


e001 04630030 


SOIIOabclOOO 

Start On Level 5-3 

d001534c0000 


3001046200ff 

Infinite Health-Level 10 

d008f4d0000a 


8001534c000e 


600104650030 


8012d9441000 

Start On Level 6-1 

d001534c0000 


3001046403ff 

Infinite Health-Level 11 

d008f4d0000b 


8001534c000f 


eOOl 04670030 


801323ec1000 

Start On Level 6-2 

d001534o0000 


3001046600ff 

Infinite Health-Level 12 

d008f4d0000c 


8001534C0010 


eOOl 04690030 


80120f5c1000 

Start On Level 6-3 

d001534c0000 


3001046800ff 

Infinite Health-Level 13 

d008f4d0000d 


8001534C0011 


e001046b0030 


800E1f801000 

Play Only Boss Levels 

d001534c0000 


3001046a00ff 




8001534C0002 

infinite Ammo Machine Gun 

.,„e001045d0031 




d001534c0003 


3001045c00ff 

LI + R1 To Enable Extra A! .. 

d004ba4effef 


8001534c0005 


e001045f0031 


80187C640006 


d001534c0006 


3001045e00ff 


d004ba4effef 


8001534c0008 


600104610031 


801822f00001 


d001534c0009 


3001046000ff 


d004ba4effef 


8001534c000b 


eOOl 04630031 


801eb6ea0003 


d001534c000c 


3001046200ff 


d004ba4effef 


8001534c000e 


©00104650031 


801eb6ec0004 


d301534c000f 


3001046400ff 


d004ba4effef 


8001534c0011 


©00104670031 


801eb6ee0002 

1 Hit Kills Level 1-3 Boss 

d0n5e4c1770 


3001046600ff 


d004ba4effef 


80115e4c0001 


©00104690031 


801eb6f00005 

1 Hit Kills Level 2-3 Boss 

d0l17eb02710 


3001046800ff 


d004ba4effef 


80117eb00001 


e001046b0031 


801eb6f20001 

1 Hit Kills Level 3-3 Boss 

d010b29c2710 


3001046a00ff 


d004ba4effef 


8010b29c0001 

Infinite Ammo Assault Rifle 

..,.©00104690035 


80187C640006 


d011ca342710 


3001046800ff 


d004ba4effef 


8011ca340001 

Infiinite Rifle (Modified) 

..,.©00104690037 


801822f00001 

1 Hit Kills Level 4-3 Boss 

d011ee982710 


3001046800ff 


d004ba4effef 


8011ee980001 

Infinite Rifle + Scope 

..,.©00104690038 


801eb6e30003 

d004ba4effef 

801eb6ec0004 

d004ba4effef 

801eb6ee0002 

d004ba4effef 

801eb6f00005 

d004ba4effef 

801eb6f20001 

Start On Level 1-2 d001534c0000 


1 Hit Kills Level 5-3 Boss d0126d041b58 

80126d040001 
dOI 273181 b58 
801273f80000 

1 Hit Kills Level 6-3 Boss d01292fc4e20 

801292fc0001 


Infinite Health 800104021000 


3001046800ff 

Infinite Rifle + Scope (Modified) eOOl 0469003a 

3001046800ff 

Infinite Ammo Grenade Launcher ....eOOl 04690036 
3001046800ff 

Infinite Ammo Launcher + Scope e00104690039 

3001046800ff 








Animated Violence 

Visit www.esrb.org 
orcalM-800-771-3772 
tor more info. 
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Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 


fcs: 



With all this talk about the new PS2, the 
only thing that I can think about is the 
Bleemcast for Sega. That's righti I don't 
give a damn about the over-hyped PS2. 
What's really going to change the gam- 
ing world is the Bleemcast- And I really 
find it hard to believe that any gaming 
publication hasn't picked up on the sig- 
nificance of this. So let me spell it out. 
First of all, I've been a loyal Playstation 
owner for years and I have some great 
memories playing games on my 
Playstation. But let's face it, after years 
on the same console, it comes time to 
move on. So when the PS2 was 
announced, I was ecstatic. It was more 
of what I loved, but with next generation 
graphics. In fact, I read so many articles 
gushing over this amazing new machine 
that I began to grow tired of my old 
PlayStation. It's the same kind of thing 
that gamers go through every few years 
when all the next generation consoles 


come out. We're forced to compare our 
beloved, dusty old console to these new 
and improved systems. And over time, 
with much hesitation, we put aside our 
old games to embrace the new genera- 
tion of games. 

But wait, PS2 has backwards com- 
patibility! So anytime I want to play my 
PlayStation games, I can, right? Wrong. 
The backwards compatibility thing 
seemed great at first, but when you 
think about it's really pointless. Next 
generation games create next genera- 
tion gamers. After spending hours play- 
ing 128 bit games, do I really want to 
pop in my 32 bit game? As much as I 
love my old games, I can't bear to play 
them anymore. The same will be true 
for my PlayStation. New games bring 
new expectations and change our 
tastes. It's already happening to me. 
After playing the Dreamcast and the 
new arcade games. I'm starting to find 


my PlayStation games ugly. Which 
brings me back to the Bleemcast. 

The Bleemcast is a gamer's dream. 
For the first time in history, I can play my 
old games on a different console with 
next generation graphics. The thought 
alone makes me all misty eyed. Imagine 
playing Tekken 3 or Gran Turismo 2 or 
any other game that you love and cher- 
ish as a brand new game. Well, not 
completely brand new, but with graph- 
ics far better than when you played 
them before. This concept is astonish- 
ing. With Bleemcast, my old PlayStation 
games now have new value. And let's 
not forget that I can pick 
up all those PlayStation 
games that I've been 
meaning to buy (many 
being only 20 dollars) and 
play them like they were 
PS2 games. 

When the Bleemcast 
was announced, I realized 
that as a loyal PlayStation 
owner, I had been 
gypped. Sony fed me so 
much hype, that I didn't 
see it before. 

Sure, they offered 
backwards compatibili- 
ty, but why not 
improved graphics? I 
assumed that it just wasn't possible. I 
figured backwards compatibility was as 
good as it gets. Then all of the sudden, 
Bleem makes it possible to play Sony 
PlayStation games on a Sega 
Dreamcast with improved textures and 
graphics! After all, Bleem is an outside 
company and they made it possible. 
Why couldn't Sony make it possible for 
their own systems? Before I felt crazy 



7 . 

bleem! is sHII no substitute for 
PS2. Sorry, Preset. 


with anticipation for the PS2. Now I say 
screw Sony and their damn 300 dollar 
PS2. They've let me and all other 
PlayStation owners down. And soon, 
more and more of us will begin to see 
this. When the PS2 are sold out, myself 
and others will be playing the 
Dreamcast with our old PlayStation 
games with an extra hundred dollars in 
our pocket. Sony had better take notice 
to the implications of Bleem's release. 
Think about the average gamer. Do they 
really want to drop over 400 dollars for 
the PS2 (including games and another 
controller) when they can buy a 
Dreamcast for 200 dollars 
(with a 200 dollar online 
rebate) and have the abili- 
ty to play 20 PlayStation 
dollar games with 
PS2 graphics? Hey and 
let's not forget PS2's prob- 
lems with anti-aliasing. 

I've seen 
Bleem's images of Ridge 
Racer IV on the 
Dreamcast and I didn't 
notice any jaggies. The 
same can't be said for 
. any of PS2's games. 
' The same 

. way that next genera- 
tion consoles change 
our expectations of games, Bleem will 
change our expectations of a next gen- 
eration console. Unless Sony can come 
up with a program similar to Bleem for 
its PS2 (and fix those damn 
jaggies) then they will lose many 
PlayStation loyalists to Sega. 

Proset Frazee 
PKFrazee@aol.com 
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Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
m^^e debate, so please drop us your ofMnion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@lmaginemedia.com (just be sure to put "Pause" as the 
subject heading). We will run the best of your responses here in this section. 


This Month's Topic: 

Would we be better off with 
just one system? 

D ock at posts on the 'net, and you'll find 
countless debates over which videogame 
system is "The Best". It seems like 
everyone has a single favorite system 
(usually the one they own), and for a 
lot of people, that system can do no 
wrong. Very few people online appear 
to be truly free of any bias, and every- 
one has their own opinion on what 
Sony, Sega, Nintendo and Microsoft 
are doing right and wrong. 

So, that got me thinking about this month's Pause 
question: Would we be better off with a single, uni- 
fied videogame format? One system that plays all of 
the games? Before you answer, consider the benefits 
and negatives of both sides. 

If there was just one console, every developer 
would know exactly what to program for, and they 
could really focus on pushing that hardware to its lim- 
its. Gamers would only have to buy a single system 


and they could play any game they want. Just think, ► Chrib Slatb 


NO moKe 
ORflMfTnC STD«Y- 
UNB THRN THE mSB 
AND FALL OF AAAD- 
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you could play Zelda, Metal Gear, and Sonic for the 
price of just one console. Plus, there'd be a lot less 
bickering over "who's the best". 

On the other hand, competition can be a very 
good thing. Without different hardware manufactur- 
ers pushing each other, would we see everyone's 
best possible effort? Would Nintendo still put out 
Triple-A games like Mario and Zelda if 
they didn't need them to sell hard- 
ware? And, can't it be argued that 
there is an inherent excitement in not 
knowing which system will be num- 
ber-one? In our industry, there's no 

more dramatic storyline than the rise 

and fall of hardware companies. 

What other advantages and disadvantages of hav- 
ing a single platform can you think of? Which way do 
YOU think would ultimately be the best? 

Please send me your thoughts at the 
addresses above, and I'll print as 
many of your responses as I can 
fit in. Please try to be brief, and i 
remember to include your 


Pause Feedback: July 
What do you think of the 
e3 show? 

Here are your responses to our Pause topic for issue 
35 .(July, 2000). It was tough trimming down the 
tremendous amount of letters we received to the 
few that follow, so we tried to 
pick ones that took a slightly dif- I 
fereni angle to the subject. Now | ■ 
let's see what you had to say... 

From what I could gather. Sega 
had the better "show". However, 
what happens when you take 
away all the bells and whistles? 

Sega's booth would have been 
about as flat as two-month old 
root beer. Sony unquestionably 
had the better games. Just look: 

1. The PlayStation AND the PS2 ^ 
were being shown. The longest 
surviving console and the most 
anticipated console make for a 
deadly team in my opinion. ^ 

2. For a good while, Sega will be 
the only competition Sony has, and PS2's first-gener- 
ation titles look just like Dreamcast to the tenth 
power. 

3. W\Xh games like Soul Reaver 2, Tekken Tag. 
Madden. Fusion GT, Motor Mayhem, Oni, Bouncer. 
GT 2000, and (gasp) the greatest game ever seen in 
the history of the world. Metal Gear Solid 21 Oh no! 
Hideo breaks out the Metal Gear! Stop the match! 




All in all, E3 was 
everything I' 
hoped for and then 

some. Hell, Sony could launch the 
Playstation 2 with Tekken Tag and GT 2000, and 
it would sell faster than half-priced Pokemon cards 
on a Saturday. Not to mention that Sega had, like, two 
anticipated games, Nintendo hasn't even shown what 
its system looks tike, and 
nobody knows crap about the X- 
Box. Basically, if Sony just fol- 
lows through with what was 
seen at E3, they're sittin' pretty 
right now. 

Don Roberts 

DON_2801 1 ©email.msn.com 

E3 in my opinion was the most 
exciting one to date! The PS2 
was in full force with a fantastic 
lineup of games, and the 
Dreamcast was showing that it's 
still the little box that can, and it 
will be interesting to see how 
Sega remains in the game once 
Nintendo and Microsoft enter 
into it. PlayStation had a few 
good games, but I could care 
less about the PS1 at the 
moment. Nintendo, on the other hand, had a few 
good titles as well. Can you imagine what next year's 
E3 will be like, since by then you will have everybody's 
console in the game? The new Millennium is just 
beginning for the videogame Industry! 

Cody Maverick 
cody_maverick@hotmail.com 


I'm a longtime gamer, and through the years I've seen 
various mags cover E3. The show always has a few 
games that catch my eye, but this year takes the 
cake, I was absolutely stunned by the multitude and 
quality of the games. With titles like Metal Gear Solid 
2: Sons of Liberty and Tony Hawk 2, you can't go 
wrong. I seriously think that MGS2 will be the best 
game ever and that they had so many shots of it was 
amazing. I think that Sony and all the other game com- 
panies will be hard pressed to top this year. The buzz 
behind PS2 just adds to the atmosphere of a great 
gaming year to come! WHOOOPEEE! 

Mark Graibus 

(email withheld by request) 

Sony was absolutely destroyed by Sega at E3. No 
matter how many units PS2 has sold in Japan 
in its first four months, that 
doesn't change the fact that 
the line-up of software is 
lackluster, and that's putting 
it nicely. While the console 
may have two games from 
Namco that are above aver- 
age (but don't match Namco's 
or Sega's attempts on Dreamcast), 
two games don't make a console. 

As for E3, the games shown were either 
those lackluster titles which were already 
available in Japan (i.e. Eternal Ring, Evergrace, 
Driving Emotion Type-S, et al) were playable. 
The only games that were looking half-way decent 
were The Bouncer (which still hasn't been shown in 
"playable" form, and I use the term loosely), MGS2: 
Sons of Liberty (which is due out in about 1 8 months), 
and Dark Cloud. As to how they'll play, or if they'll 
even look as good as they did (::coughs MGS2 
coughs;:) is yet to be seen. However, Sega had a 
booth filled with games that weren't just SEQUELS, 
but were actually somewhat original. 

I’m sure PS2 will come into its own a few days 
down the road, as did the PS after a few initial bumps, 
but to blatantly lie about Sony dominating E3 is just 
plain wrong. 

SouWger 

Soul4ger@aol.com 

^ CHRIS: Let's look at PS2's launch lineup. 
You've got great original titles like SSX, Time 
Splitters, and Silent Scope. There are a few other 
good-looking titles in the pack as well, and yeah, 
a few duds, too. But overall i really believe this 
will be one of the best launch lineups ever. 

As for Sega, I agree with most of you that they 
did a tremendous job in presenting their lineup. 
Overall they've got a lot of decent software, but 
not a single game that I'd have to run out and buy 
a Dreamcast to play. 

I DO think that Sony has a fight on its hands. 
However, it's a fight that they're poised to win. If 
anyone's going to take 'em out, it will 
take a MASSIVE effort and a little bit of 
luck. Thafs just common sense. 
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(Continued from pg. 961 

► RANDY: You're right — next-gen- 
eration games do make next-genera- 
tion gamers... and PS2 will have true 
next-gen games aplenty. And with 
the likes of Dark Cloud, GT2000, or 
Metal Gear Solid 2 to look forward 
to, no one can tell me that they're 
going to be popping in their old PS1 
that often. People are primarily going 
to buy PS2s to play new games, not 
re-visit their old ones, though it will 
be nice to be able to play all of 
your game library on one machine 
should you choose. Not to mention 
the support for all of your 
existing peripherals. 

Sure, the idea that Bleemcast will 
enhance the visuals of your old 
PlayStation games (well, at least the 
ones it supports) is great, but it's not 
going to magically infuse them with 
next-generation gameplay. They'll 
look dramatically better, but they 
won't play any different — and that's 
the real promise of PS2 games. In the 
end, they'll be the same old games 
you've undoubtedly played through 
more than once, and how many 
times can you keep playing the same 
game (even the likes of Metal Gear 
SolidI With higher-res graphics, 
dally when there are 
new PS2 games that 
blow your old stuff out 
of the water in terms of 
the actual gameplay 
experience? You can't 
tell me that you're going 
to take a spruced-up 
MGS over the tremen- 
dous gameplay innova- 
tions offered by MGS2, 
no matter how good the 
original game was (and 
still is). 


As for Bleemcast mak- ^ Oreamcast has Seaman, a game featuring voice recogni- 
tion. PlayStation doesn't have anything like that currently. 


you won't be able to say that they 
look like enhanced PS1 games — or 
in these two instances, Dreamcast 
games. Oh, and about the whole 
debate surrounding PS2'$ supposed 
"shortcomings," I just got done see- 
ing a US launch game that features 
fully implemented anti-aliasing and 
utilizes 10MB of textures per frame 
by swapping between system mem- 
ory and the Graphic Synthesizer's on- 
die cache. That's two myths dis- 
pelled, thank goodness. 

First I would like to say that your maga- 
zine rockslAnd I have a couple ques- 
tions to ask. 

1. You said that some accessories for 
the regular PlayStation would work on 
the PS2, Will you be able to use the reg- 
ular PS converter so you could play old 
japan titles on the PS2? 

2, In one issue, you mentioned a head- 
set for the PS2 which you would com- 
municate with the game through. Does 
it really exist and if so, are there any 
titles lined up that would be compatible 
with it? 

Collin Tarr 

ckt_ckt@hotmail.com 




ing PS1 games look as 
good as PS2 games, you 
must've been looking at 
the wrong PS2 games. Trust me, 
when you see games like Madden, 
SSX, or pretty much any of the US- 
developed launch games running. 


►STEVE: Hey, Collin. How's every- 
thing on your side of the world? 
Excitement is building here in the 
PSM offices, since the PS2 launch is 
ever so close. There's only a few 


Hey guysl I just got my July issue of 
PSM and had a couple comments that 
I thought I'd share. 

First, I'm a hardcore gamer, and I'm a 
girl (although a tomboy). I'm actually 
heading into a career in the 
videogame industry. I'm not a feminist 
or a girl who insists on spelling "girl" 
as "grrl", but the "Swimsuit Special" 
irked me. I know that I'm a minority in 
the gaming universe, but it’s a bit 
annoying to see people like me ruled 
out completely. Although it was nice 
to read the little passages on the side 
of each picture and see how well the 
girls are respected, how many people 
will go to that section for that pur- 
pose? it's like the popular excuse of 
"reading Playboy for the articles". I'm 
not saying to make a swimsuit special 
starring the guys in videogames, but 
it'd be nice to have something that 
shows a little recognition to the girl 
gamers out there. I'm tired of all the 
other magazines out there who seem 
to think that the only games girls like 
are games like Hello Kitty's puzzle 
game, the Spice Girls game, or any- 
thing pink and related to Barbie. I 
know I'm not the only one who feels 
this way, and i know that it's every guy 
gamer's dream to have a girlfriend 
who doesn't scoff at him when he 
goes to stand in line a day in advance 
for a new system or shell out $50 for 


a new game (but I'm taken). 


By the way, is there any light of hope 
that PS2 games will have the option of 
having the original Japanese voices? I 
H-A-T-E dubbed over voices with a 
passion and I refuse to buy any game 
that has it. Luckily, I'm Japanese, so I 
can understand the original dialogue 
from import games. Even subtitles 
would be good. Since most anime 
DVDs has both language options, isn't 
it possible for games to do this too? 
Rumi Ohnui 

megami@anime-goddess.com 

►CHRIS: Well, we tried to throw 
a couple of guys in the Swimsuit 
Feature, but we have to be realistic. 
As much as we value and respect 
our female readers, they only make 
up roughly 3% of our audience — 
hunks in trunks is the LAST thing 
the other 97% wants to see. So, 
please don't feel like we're ignoring 
you or not respecting girl gamers 
— we're just trying to please the 
majority of our audience! 

As for games keeping the original 
Japanese dialogue, I don't think it 
will happen. I wish it would, and 
with the added space available on a 
PS2 DVD, K's possible — i just don't 
see US publishing houses going for 
it. I hope I'm proven wrong! 
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It takes hundreds of hours to program the 
oceans of code in today’s videogames... 

Within the millions of lines of codes that make up your favorite games, there exist variables 
and vulnerabilities. GameShark"' parts the sea, opening the path to domination by granting 
you previously unobtainable powers and abilities. Live forever. Pack a full arsenal. 

Go anyvi/here, do anything and destroy everything. 

Hell, even walk on water... Sound familiar? 


Moses gave you commandments. GameShark gives you free reign. 
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more months left until U.S. gamers 
get their hands on the super-console. 

1. What converter are you referring 
to? Are you talking about the one 
that plugs into the serial I/O port on 
the back of the PlayStation? If so, 
then no. The PS2 has no such port. 
That's why older GameSharks won't 
work either. 

2. Speech recognition 
is something that Sony 
is still working on, but I 
expect to see games 
take advantage of that 
technology around 
2002. I'm sure that a 
headset of some sort 
will be released around 
that time, too. Perhaps 
a game like Seaman 
vynll be released even 
sooner than that. 

Hey PSM Crew, first I 
wanted to say your mag is 
the best out on the mar- 
ket... I can’t wait to see you all handle 
an entire magazine devoted to the awe- 
some PS2! It's hard to believe it’s only 
a few more months until I'm playing 
Madden 2K1. GT2000, and Dark Cloud 
in my very own home! Anyways, on 
with the questions... 

1. I've noticed on the PSM Online web- 
site that the reviews are handled on a 
lOpoint scale, as are the PS2 reviews 
in the May issue. Are you all consider- 
ing switching all reviews over to a 10- 
star scale? If I were working at PSM, 
I'd probably want to change over from 5 
to 10. 

2. In MGS2, which is my #1 wanted 
game by the way, will Snake grow a 
beard and longer hair? Or will he keep 
his clean shaven look through the 
whole game? If he grew his hair, it 
would add to the realism so much. 
Also, when is the projected release 
date of MGS2 in the U.S.? 

3. When is Square/EA gonna let some 


people play The Bouncer? Every time I 
look in a mag it says "Shown only in 
non^layable form." What's the deal? 

4. Last, but not least, don't you think 
Sony should get their ass in gear and 
start suing bleem! again for the 
BleemCast? In case you didn’t know, it 
allows DC owners to play PSX games 


on their console! With enhanced graph- 
ics! This isn’t fair! 

Thanks a lot for your time, and for look- 
ing at my Q's... peace! 

Craig Bowen 

Bia2inCraig420@hotmaii.com 

^CHRIS: 1. Y'know, we haven't 
really got our online reviews going 
yet, so what you're seeing thm is 
just the template that all Imagine 
magazines use for their website 
reviews. However. I would say that 
there is a better-than-average chance 
that you will be seeing us switch to a 
10 scale in the mag, sooner rather 
than later. 

2. He won't be growing his hair (after 
all, the story in the game doesn't 
cover that much time), but if you look 
at the new screens, you can see that 
his hair is already much longer than 
in the first game (he's not clean- 
shaven, either). The US release is tar- 


geted for Fall of next year. 

3. Supposedly, that game is kind of 
being developed backwards. The 
story bits have been done for awhile, 
but the gamepiay is still being 
tweaked. We're hoping it will be 
out this year, but we aren't holding 
our breath. 

4. Sony is still after those BleemCast 
guys, so that whole thing is far from 
being settled. Speaking solely from a 
gamer's perspective though, why 
wouldn't you want BleemCast to hit 
the market? I don't have a problem 
with playing super-enhanced ver- 
sions of PS games on Oreamcast. 

Wow, you guys are really reading this! 
Let me start off by saying that I'm from 
the Netherlands, so don’t be surprised if 
my English isn't so great. Anyways, I'm 
not going to tell you what a great mag 
you have, since everybody does that. I 
just have some questions (Oh God, no, 
that's what everybody does too...) 

1. I've heard that some PS1 games 
(such as FF8) are not playable on PS2. 
Can’t you guys just place a list or some- 
thing in your mag, showing what and 
what doesn’t work ? 

2. In your June issue, you previewed 
The Day of Walpurgis. Well, in your 
review, there was a Dutch word, name- 
ly Walpurgis nacht, which translates into 
Walpurgis NIGHT here in Holland! 
What's up with that? 

3. Can you guys name me a Capcom 
fighter which stars both Omega Red 
and Venom ? A match between these 
favorites of mine would be great! 

Ben Geerdink 

obsidian@marvelzombie.com 

►STEVE: niafs right, Ben. We are 
reading your letter. Not only that, but 
we're answering it too. Thanks for 
taking the time to write in. 

1. Pretty much every PlayStation title 


can be played on the PS2. There are a 
few exceptions, but not that many. 
As soon as Sony provides us with 
a complete list of incompatible 
games, we'il run it. As for FFVIII, it 
plays fine on the PS2. You just can't 
use the faster loading feature when 
playing H. 

2. Yeah, we know that it translates 
into Walpurgis Night, but Konami 
has decided to call the game “The 
Day of Walpurgis“. That's vtdty we 
wrote it like that. 

3. 1 don't think there is a game that 
stars both of those characters. 
Maybe Marvel vs. Capcom 3 will fea- 
ture the two villains. Who knows? 

1 have a bunch of questions about the 
PSl & PS2. Here you go; 

1 . 1 thought of something that sucks on 
PS2. Let's say you are in the middle, 
of, say. Mega Man Legends 2 or Legend 
of Dragoon, and you trade your 
PlayStation and a bunch of games for a 
PS2. Here's the sucky thing: you can't 
continue your game. You would have to 
start over, because the PS2 isn’t 
compatible with PSl memory cards. 
Sucks, huh? 

2. Do more coverage on Armored Core 

2 and Motor Mayhem, please! These 
are probably going to be my first PS2 
games, and I want to see what you guys 
think of them. 

Mr. Snoogey 
Firesnipe@aol.com 

►RANDY: You won't have to worry 
about your first point; the PS2 defi- 
nitely does support PSl memory 
cards, but only when die/re used 
with PSl games. You just can't use 
them to save while playing PS2 
games. So, you can trade in your PSl 
and not worry about having access 
to your important saves. 

About those games, be sure to 
check out this issue's PS2 section for 
rrew coverage on both — although I 
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ffiN Art 


Welcome to the Fan Art section! Each month we’ll be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you Ve done an illustration that you'd like to see printed here, 
then by all means send us a copyl (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@lmaginemedia.com, and label the subject heading "Fan Art." Now get busy! 




wouldn’t expect Motor Mayhem to 
be out anytime close to PS2's launch. 
Nevertheless, we'll keep on bringing 
you all the dirt on it we can! 


HI PSM people, 
first of all I will 
thank ya'II for 
these maga- 
zines that you 
making. I appre- 
ciate your hard 
work and intelli- 
gence. I have a 
question about 
PS2 before it 
hits the United 
States. I have 
heard that there 
are a lot of 
viruses on the internet. And since 
the PS2 will be able to go online even- 
tually, is there a chance that the PS2 
could fall prey to a virus? Is there any- 
way to avoid them? 


Mendee Tsolmon 
wu-mend@wu-tang,net 

► RANDY: You know, I can't turn on 
the news anymore wKhout hearing 
about a new computer virus making 
the rounds. Thankfully, they all pri- 
marily target Windows-based com- 
puters, and someone would actually 
have to write a virus designed to 
attack PS2 specifically for it to do any 
damage. Plus, you'd really have to be 
using the PS2 hard disk drive and 
somehow get the virus onto 
it {or into memory) for it to 
cause any damage. Seeing 
as the PS2 network won't be 
online for a while, it's not 
anything to be concerned 
with near-term, and proba- 


bly won't be a major concern even in 
the long term. 

1. 1 simply can't live without knowing if 
Sony will make a Legend of Dragoon 
two. Please say the rumors are true! 

2. What about Legend of Legaia? 
People never give it as much credit as it 
deserves because are biased towards 
the FF series. 

3. is there going to be an Ape Escape 

two? If not. I'm gonna say one 



word: PPLLEEEEZZE! 


4 Let's not start worrying about 
viruses until we can get online 
with our PS2s! 
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MISTAKBN lUaNTiry 


Y ma YER NOT > 
TRICK'N ME WISH 
L TIME, RUNT/ , 

^.mee! y 


/WHAZZiJ^ 
HE'AWN, WHO 
you TALKIN' 
\ TO? ^ 


y He-MAN!\ 
f me. OET YER ^ 
BUTT BACK HERE ' 
Rl&HT NOW OR 
I'M OONNA LEAVE 
you FOR PR/NSHi 
\ AOAMf /. 

V mcl 


l^youvE^W 

r GOT TO CALM* 
HER POWN WITH 
THAT SPELL YOU 
L USEDAAJ^r A 
TIME/ ^ 


r PIS! ^ 

PIS! mcl 

. RIB! 


NOBOPy/ LET'S 
FINP CRINGBR 
ANP GET THE 
HELL OUT OF 
V HERE/ J 


'em OF THE LEAP CHARACTERS^ 
IN FINAL FANTASY IX! LET ME 
TELL you ABOUT... ^ 


yyORMT^ 
' mANK THE^ 
SORCERESS I 
FOUNR i 

V y 


y SOMEBOPy^ 
HBLPMBBBBB! 
V. ARRRGH! 


WORK 

Fv45r: 

ORKO/ 


X IS HAVING ONE 
(0? HER FITS AGAIN, X 
ANP WELL, you KNOW ) 
HOW SHE GETS AFTER I 
. A FEW PINTS OF j 
\ BTBRNIAN / 
N. ALB. 


SYTHE 
POWER OF 
GREYSKULL, 
RUN ORKO, 
RUN! 



I have one more thing to 
say: I kick boys butts in 
arcade games. But I much 
prefer RPGs, seeing as i 
love Medieval times and 
that I think dragons should 
rule the world. After all, 
they can't make more of a 
mess in it than we have! 

Kendal 

K_onyx@juno.com 


► CHRIS: 1. Nothing 
official on that yet, but I 
think you can bet on it. 

2. Sorry, no word on a sequel to 
Legaia yet. 

3. h looks good — we know for sure 
that the Ape Escape team is working 
on a couple of new games that focus 
on the DuaiShock controller, and 
there's a good chance that one of 
them is a sequel to Escape. 

I'd like to start off by saying that you 
guys are the greatest PS magazine in 
the world! Anyway here are questions 
relating to the upcoming PS2, the 
already here PS, and some goofy ques- 
tions I was just curious about. 

1. Will the PS2 support VCDs like 
they're going to do with DVDs? 

2. Can you transfer old memory card 
data from your old memory card to the 
new memory cards? If so, how much 
more space would you have left? 

3. Do you guys know what the word 
6e/r/do actually means? 

Charles Labial 
chuckmin@hotmail.com 


► STEVE; We love goofy ques- 
tions... bring 'em on. 

1. The PS2 won't support VCDs out 
of the box. However, that doesn't 
mean that a company couldn't create 
an add-on that allows the console to 
play VCDs. In fact. I'm sure one will. 

2. Not really. PlayStation games 
can't recognize the PS2 memory 
cards anyway. 

3. According to our man in Japan, 
Max Everingham, Gekido means 
drama. Interesting, isn't it? 

Hey guys, your mag has the most in- 
depth coverage of PS2 I have seen. I 
love it! First off, what's the situation (or 
as Gabe Logan would say, the sit rep) on 
Dragon Quest VII? I saw a quick preview 
of it in several places. Will it hit U.S. 
shores? Secondly, have you gotten any 
more news on Dark Cloud? It looks to 
be a promising RPG/god sim, but I 
haven't seen anything besides your cov- 
erage on it. And it is soooooo tempt- 
ing Third, is there a given time for 

when the Sony Broadband Network will 
be initiated. I saw how FF/X looked, and 
wondered when online games will 


come to the PS2. 

Adam H. 

Highland Mills, NY 

►CHRIS: DQW/is definitely coming 
over, but no date is set (look towards 
next year). Detailed info is still scarce 
on Dark Cloud, but from what we've 
seen and played, h will be well worth 
the wait. It could be out as early as 
the end of this year. Sony hasn't 
given any official timeframe regard- 
ing their online plans, other than 
"next year" sometime. 

Great mag an' all but I was wondering a 
little something about how far the con- 
sole industry is going, especially Sony 
with the PS2. With all the bells and 
whistles coming with the Playstation 2 
like USB ports for keyboards, mice and 
digital cameras or the console having a 
hard drive and an operating system, and 
not to mention a modem, what's there 
to distinguish a console from an actual 
PC with a TV Out cable? I think it's great 
that technology is advancing at such a 
massive rate but soon enough I think 
people will wake up and understand that 
a computer can 
be upgraded to 
"get with the 
time” but a 
console will just 
fall back eventu- 
ally. What do you 
think about it? 


Andres Onu 

king@tangmon- 

key.com 

► RANDY; 
The fact of the 
matter is that 
PS2 (and all 
consoles, for 
that matter) is a 


cfosed architecture — i.e. they have 
one set of spectfications that never 
change. This means tiiat developers 
can spend all their time learning how 
to take advantage of the hardware 
and can be certain that their games 
will work the same on every 
machine. PCs, on tiie other hand, are 
generally all different in one way or 
another, so developers never have 
one target to aim for in terms of max- 
imum performance. This means 
you'll rarely see developers making 
tile most of what the PC has to offer, 
simply because they want their 
games to be able to run on the 
widest variety of systems possible. 

I reserved a PS2 and my TV. doesn't 
have an AV connection. Will they make 
an RFU adapter or will I have to buy a 
new TV.? 

Frank brummerhop 
brumhop@bellsouth.net 

►STEVE: in a word, yes. There will 
be an RFU adapter for the 
PlayStation 2. 
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One Grand Prize Winner 
will win a trip 
to a Ninja school 

Including lodging, meals 
and transportation! 

Five (5) Runners-Up will each receive: Tenchu 2 for the 
PlayStation® game console and the Official Tenchu 2 
Strategy Guide. 
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Live by Honor. Kill by Stealth. 


ENT€R THE 

TENCHU " E 

TOTAL NINJA 
EXFEA1ENCE 
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OFFICIAL RULES 

No purchase necessary. Contest is open to legal residents of the United States and Canada (excluding Quebec province) only. Contest participants must be at least 1 8 
years of age. Void where prohibited. To enter, complete the official online entry form found at the address listed below. To enter the contest by mail, please send a post- 
card with your name and address to: DailyRadar.com, Total Ninja Experience Giveaway 2000, 150 N. Hill Drive, Brisbane, CA 94005. Limit: only one entry per person. 

Entries must be received by September 30, 2000. Grand Prize winner must sign an affidavit of eligibility and a liability/publicity release which must be returned within 48 
hours of verification of prize. In the event of noncompliance with this time period, an alternate winner will be selected. For official rules send a self-addressed stamped 
envelope to TOTAL NINJA EXPERIENCE RULES, DailyRadar.com, 150 .N. Hill Drive, Brisbane, CA 94005 or visit http://www.dailyradar.com/contests/tenchu2rules,html. 

Tenchu 2 ™ 2000 Sony Music Entertainment (Japan), Inc. Tenchu is a trademark of Sony Music Entertainment (Japan), Inc. Published and distributed under license by 
Activision, Inc. Activision is a registered trademark and Birth of the Stealth Assassins is a trademark of Activision, Inc. All rights reserved. PlayStation and the PlayStation logs 
are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. The ratings icon is a trademark of the Interactive Digital Software Association. All other 
trademarks and trade names are properties of their respective owners. Sony Computer Entertainment America takes no responsibilityfor this offer. 



Official 

Sega 

Dreamcast 

Magazine 

The insider's look into the 
Dreamcast phenomenon with a 
special exclusive GD-ROM! 

The only place to get exclusive 
Dreamcast game demo 
previews! 250,000 readers 
after Just 5 issues! 


Games 

Business 

The only interactive entertainment 
trade magazine for video and PC 
gaming retailers. Games Business 
delivers 6.000 buyers and more 
than 34,000 retailers with 
every issue. 


PGM; 100% 
Independent 
PlayStation 
Magazine 

"Independent" PSM tells it like it 
is! - with unauthorized and 
behind the scenes info on the 
hottest launch In history, the 
PS2, 300,000 PSM readers 
count on us to provide the final 
word about everything PlayStation. 


Tntal 

Games 

Will launoh at 2 million 
circulation. The first true 
mass-market video and PC 
games publication. Distributed 
free to consumers at 10 major 
retailers inoluding all U.S. 
Babbages Etc., Blockbuster, 
CompUSA, Electronics Boutique, 
Toys R Us and 
Kmart retail stores. 
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Next 

Ganeratinn 

Next Gen delivers you the inside 
info - the first to bring you X-Box 
specs, the first insider word on 
"free" consoles. Don’t miss out 
on what's behind the scenes in 
the PC and video gaming world. 
Read what technology 
influencers reach for first! 


PC Gamer 

The best-selling PC game 
magazine in the world! 
With so many changes 
coming in PC gaming 
market in 2000 and 
beyond, PC Gamer delivers 
you the real truth! 



DailyRadar.com is dynamic 
coverage of digital 
entertainment! - games, 
movies, videos, and DVD info 
for the high tech enthusiast! 
Millions of users everyday, 
know DailyRadar.com is the 
place to get it daily! 


www.dailyradar.com • www.dreamcastmagazine.com • 

www.gamesbusiness.com • www.next-generation.com • www.pcgamer.com • 
www.psmonIine.com • www.totalgamesmagazine.com 
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Source: DataWorld SludresSISSS, SPA, ABC Stalemerris. Alf trademarks copyrighted by their respective owners. 
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The PS2 is almost here! ! ! We've got just one more month before the big 
U.S. release, so next issue you can expect mega coverage of the hot new 
system. We'll have a pre-launch guide, packed with all the info you need to get 
ready for the big event, such as: the final launch game lineup, our "must- 
buy" recommendations, our analysis of the U.S. unit and much more! 


We've been a little thin on the strategies the last couple issues, but next 
( month we'll be back on track with an amazing blowout of Parasite 
V Eve 2! We'll show you where to find every item, solve every puzzle 
and unlock every secret of this hot new sequel! 


All the latest on EA Sports' smokin' titles, like Madden ~ ^ 

2001, plus your first look at 989 Studios' PlayStation2 launch 
lineup, including FaceOff, GameBreaker and GameDay 2001! 

Which footbal! franchise will take the early lead on the PS2? 


We'll get a good idea in just 30 short days! 
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Alas, another fine issue of 
PSM has come to an end. As 
we say goodbye, here are a 
■ — few parting shots... 


AAAAAH! 

^ HAND'S STUCK 
Mmi somsovi 
HBLP, I tTONT WANNA 
^ Lose m BUTTON- - 
-r7_ FiN&ew 


VtKBACtC! * 

...WeUL, AT LSAST 
/ FOR A pew PA/5 BEFORe I > 
/ 00 BACK TO My INCPBUI8LS 
I OAMINO LIPESTi^E IN JAPAN. 
\ you SUCKAS WILL NEVER 
\. EVEN see AKIHABARA/ ^ 


^ ewwwi ^ 

CUT IT OUT 
MISTER, THAT 

poESNT eo 
^ IN THeee! . 


A An hour later. Emergency Medical TechnKians 
arrived ond convinced Bill to let go of the Pepsi. 


A Rancfy dis 
covers a Jap 


^ At first we 
thought 
Handy's puppet 
act was funny, 
until it became 


' d A Above we see Randy proudly pos- 
ing with his toys. To the left we see 
Editorial Director Molt Firme's reaction to 
such on impressive shrine of Geekness, 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 

Please visit us at www.retromags.com 

^ t'te^tit is made from these scans, nor do we offer anything 
■lyllll^avaiiable from the Publishers themselves. 

across ^nyone selling releases from 
do upport them and do let us know. 





r Thank you! 



